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7 EDITORIAL 

An exciting Autumn lies ahead . . . 
10 NEWS 

Another update on the goings-on in the Spectrum 
world 

12 FEAR AND LOATHING 

The merry-go-round of software launches picks 
up a little speed . . . 

32 CRASH HOTLINE AND ADVENTURE 
CHARTS 

37 LLOYD MANCRAM'S FORUM 

Further concatenation this month, but Uoyd will 
be back at full strength come October. Promise. 

43 HANNAH SMITH'S PLAYING TIPS 

No wrestling this month — at least not with people, 
just POKEs and Tips, Maps and maps and maps 
again . . . 

56 TECH NICHE 

Jon Bates gets down with a Spectrum based 
keyboard add-on and evaluates THE MUSIC BOX 

58 TECH TtPS 

Another pot-pourri of tech no -comestibles from 
the Black Country workshop of resident Tipster, 
Simon Goodwin 

62 DEREK BREWSTER'S ADVENTURE 
TRAIL 

Some off-beat humour features in this month's 
top adventure game . . . 

66 SSGNSTUMPS 

More adventurers find their way again, thanks to 
Mr Brewster's guidance 

G3PBM MAILBOX 

Brendon Kavartagh's been playing ITS A CRIME, 
as well as taking a peek at CAPITOL, another 
game from KJC 

82 SEAN MASTERS ON f S FRONT LINE 

No space for a Forum this month, but Sean is 
gently impressed with the latest offering from 

minogam.es 

36 LLOYD MANCRAM'S HALL OF SLIME 

The high score gore continues through the holiday 
season 

88 RESULTS 

Prizes, prizes, prizes 



FEATURES 

73 A BIT OF BLARNEY ABOUT BYTES 

CRASH Irishper son Tony Flanagan meets M IK RG- 
GEN Irish prog rammer Dave Perry 

76 STILL STRETCHING COMPUTERS 

The concluding portion ot Pete Tamlyn's look at 
the computerisation of role playing games 

84 A NEW WAY OF CREATING ADVEN- 
TURES 

Sean Master son investigates THE GRAPHIC 
ADVENTURE CREATOR written on the Spectrum 
for INCENTIVE by Brendon Kelly, and gets the 
opinions of a couple of reviewers to back up his 
assessment 

91 UP AND COMING ON THE SPECTRUM 

Lloyd takes a holiday and turns over the MERELY 
MANGRAM pages to the CRASH team, who take a 
look at the goodies that should be on show in 
Olympia early this September . . . 



34 4 FISHY BUSINESS 

A new software label has arrived, and PIRANHA 
celebrate with a competition. You could win a 
cuddly fish, amongst other goodies! 

74 REAL GOLD UP FOR GRABS 

Get on the trail of a solid gold TRIVIAL PURSUIT 
setp on offer in a national competition sponsored 
by DO MARK. Win this comp and you're in with a 
chance of a £1 0,000 prize! 

80 PUMPKIN MAGIC 

PAUVCE are offering an oil painting of the stars of 
their Witch versus the Veggie kingdom games, as 
well 1 as copies of ANTIRIAD . r M 



A whole (ot more Libra people are going to be born 
next month. They won t be old enough to read the 
October CRASH, so whatever your star sign r beat 
the new Li brans on 25 th Sept ember 3 
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COMMODORE 64/128 AND AMSTRAO CPC RANGE OF COMPUTERS 
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Please make cheques or postal orders to Virgin Games Ltd. Please do not posl cast). 
VIRGIN GAMES LTD, 2/4 VERNON YARD, PORTO BELLO ROAD, LONDON W11 2DX 




into the Christmas mar- 
ketplace, and of course we U 
be there in force on the news. 

field stand. 

But there's net going to be 
a wast amount of exciting 
Spectrum add-ons umrwfled j 
atthe show, by all accounts- J 
The odd joystick or two will f 
no doubt turn up, »"<L of f£k 
course the Spectrum Plus M 
Two from amstbad ma* wen Mfc 
make its first Public appear- ft 
ance. It seems the demand ri 
for Spectrum add-ons has ^ 
largely been fulfilled. V 
Perhaps once folks hawe got 
their basic requirements m 
the form of a Joy stick, inter- 
face and cassette recorder, 
they have all they need to 
play games and tend to leave 

it at that. . M 

Mel Croucher, in partner- ^ 
ship with Rod Cousens ot m 
QUiCKSiLVA and latterly, activi- m 
siow fame, plan to iwea> » \m 
very interesting black box ai a 
the show, however, scowio |j 
interactive has been working 
on a device that allows you to | 
interface your compute r with | 
the pictures provided by an 
ordinary video recorder and p 
then play a game to *hjch 
vou control computensed ► 
graphics moving over the ^ 
video image. Several pop vW- I 
eos and a couple of "™ 
have already been given the 
. scobpio treatment, and a , 
Wm demonstration of the pos- 
™ sibiUties should be running > 
during the PCW Show. A neat ] 
Idea, which ha* Interesting 
possibilities — perhaps the 
most exciting innovation on 
the games/hardware front to 

be found at the show. 

Only time and a good look 
round Olympia will tell. 
Maybe we'll sea you an the 
Friday, Saturday or Sunday. 
Wednesday and Thursday 
are trade only days.folks. .. - 
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A SLIGHT DIET . 



Holiday time comes round again, 
and this month's CRASH has gone 
on a H-Plan diet! Staff hate, in 
combination with one or two other 
factors, have lead to a slightly slim- 
mer issue this month — con- 
densed rather than cut short, 
Lloyd has been a bit tied up with 
work on the new magazine men- 
tioned last month, and handed 
over his MERELY MANfGRAM 
pages to the team of wordsmiths 
in the CRASH office so that they 
could take a fairly comprehensive 
peek al the software offerings due 
at the PCW Show. Normal Service 
wiir be resumed with the October 



issue, as the team returns from 
sunning its knees in a variety of 
locations across the globe and 
gets back to some serious work, 
thoroughly revitalised by a sum- 
mertime break. 

PROJECT GENESIS 

Not one, but two winning game 
designs were selected by the team 
of GENESIS judges assembled in 
a Birmingham hotel room. After 
much deliberation, representa- 
tives from DESIGN DESIGN. OOHAHK, 

CRASH (Yours Truly), solution 

PUBLIC RELATIONS and WFL 
CROUCHES WORLDWIDE ENTERTAIN- 
MENT ENTERPRISES UNLIMITED (Mel 
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Croucher) fett they couldn't avoid 
picking two winners. As a result 
two GENESIS games are planned: 
a shoot em up should appear in 
time for Christmas followed by an 
arcade adventure early in the 
Spring. Full details of the desig- 
ners and their winning designs 
appear fn the News and the 
Results Pages this issue. You can 
expect to be reading a lot more 
about the progress of the 
GENESIS project over the coming 
months. ■ . . 
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Save hours of laborious typing m listings I This cassette, only 
available from CRASH MAIL ORDER, contains all the major 
programs from this supplement, pLus loads of the sma Mar ones. 



Postcode , t , 

Sorry, but this special otter is NOT subject to any substriberormail onto (JiscourrtB! 

CRASH MAIL ORDER, PO BOX 10 f LUDLOW, 
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...REACH NEW HEIGHTS IN TENSION! 
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Dare you to accept the 
challenge with the 

VIRGIN ATLANTIC 
CHALLENGE GAME 

On the 29th ot June 1986, Richard Branson 
won the BLUE RIBAND title for Britain 

Can you do the same? 
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PLYMOUTH 105 Armada Vtay ■ LONDON 100 Oxford Street 
TOP MAN Oxford Circus 
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ACTING AS MIDWIVES 
IN THE BIRTH OF A GAME 

Both the volume and standard of entries to the GENESIS — Birth of 
a Game Competition were "stunning" according to the judges who 
assembled In a darkened hotel room somewhere In Birmingham for 
the final judging ceremony. 

An Eftacutiv* Minion at CRASH Towers spent over twelve hours 
just opening the armies to the competition and sorting them into 
some semblance of order before they were loaded into the Editor's 
car and shipped to Brum. 

Judging began shortly after 11.00am, and after some discussion 
as to how they were ever goi ng to m an age to come up with a short! ist 
of entries Let alone a winner, the Judging panel set to work with a 
vengeance. As they ploughed through the entries, the members of 
the team specially assembled to pick a winner were continually 
amazed by the standard of presentation and quality of ideas con- 
tained in the entries-. After a working lunch — a few plates of sarnies 
— and many difficult decisions* it was nearly teatime and the vast 
pile of GENESIS entries had been whittled down to a manageable 
shortlist. 

Coffee was served and some detailed analysis of the remaining 
game designs followed. Several designs that were full of merit but 
somehow didn't seem likely to make a mainstream game were put 
to one side. With their senders' permission, these will be forwarded 
to companies active in the budget software market for further con- 
sideration. 

After much discussion, two game designs were left in the lead, 
and two entries marked for an 'Award of Merit 1 . Finally , two contes- 



SAVE SOME LUWERLY LOOT! 



fan Andrew, bossman at incentive 
was weit chuffed tc learn that The 
Graphic Adventure Creator had 
been awarded CRASH Smash 
status this month. So please that 
he's prepared to let CRASH read- 
ers save C3.QC on the recom- 
mended price of £22.95. 
Sean Masterson takes a close 



look at the adventure writing utility 
written for the Spectrum by Bran- 
don Kelly on page 84 of this issue. 
If you're tempted to, start writing 
adventures, use the bijou 
couponette that appears here to 
order GAC direct from incentive 
and you If have three more pounds 
Id spend as you like . . . 



GRAPHIC ADVENTURE CREATOR OFFER 

Dear INCENTIVE 

I would tike to avail myself of your money-saving offer on The Graphic 
Adventure Creator and consequently enclose a cheque or postal 
order for E1 9,95 made payable to you along with this coupon. Thank 
you very much Mr Andrew! 



NAME 



ADDRESS 
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POSTCODE 



Send to INCENTIVE SOFTWARE LTD, 54 London Street, Reading, 
RG1 4SO 
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tants were toft to slug it out m the ring of ideas. The judges pondered, 
agonised, talked amongst themselves, ordered more coffee and 
then held a full meetm g r ft was clear that there had to be two w j nners 
not one. * 

KAT TRAP — Ptawt of the Cat Men, dreamt up by John Eoqleton 

*° ( s sejepied as the first GENESIS inspired game and shoulc I be out 
before Chnstmas, while The Sewer from Martin Lee rs goinq to be Droa- 
rammed in time fof a Spring release. ^ 

Leper Attack at Lemming Rock, a design submitted by Ian Bell was 
weJI received by the judges — in the game you play the part of a lernmrnq 
hero whose aim in life to free his lemming colony from the threat posed 
□y the Leper King and hhs evil minions. The final confrontation with the 
King requires the hero to fight in a very unorthodox manner— a flatulence 
attack is the only way to kill off the arch badrjie! 

Nigel Palmer's game design for Headache was felt to be a littie short 
on actual gameplay, but the core idea was sound and supported by a 
wealth of material covering the marketing and presentation of the game 
J^ffelS^ win a s P >ecial Commendation from the judges. 

CRASH/DOM ARK/DE3 I G M DESIGN goodiebags wilf be on their way to 
the two runners up very shortly. 

Graham and Dave from DESIGN DESIGN duly scampered back to 
their Manchester fair to begin work on KAT TRAP, and by the time you 
read they will have had a meeting with John Eggleion and the qame 
should be well underway. Take a peek at the Results pages for a few 
more details of the judge's shortlist and stand by for a progress report on 
the programming next month ... 




JpAn Eggtoton, designer of KAT TRAP, foort to find fame awtf 
fortune as hfa &mm+ concept fj turned into reaJ/fr bv i>C$fQH 
£>ESiQHfvrr*tea*6byDQMAm 




SO YOU THINK YOU CAN PLAY MATCH 
DAY? 



There's no doubt that there's a 
strong Match Day foli owing 
amongst CRASH readers — one 
Of you is even planning to set up 
the MATCH DAY APPRECIA- 
TION SOCIETY. Pertiaps it is 
time to admit that we should 
have made the game a Smash 
when we reviewed ft „ . . 

During an interview with John 
Ritman and Chris Clarke, the 
people who wrote this famous 
ocean game, the idea of holding 
a Match Day Challenge was 
mooted and met with all-round 
approval. So, towards the end of 
October, John and Chris are 
going to wend their way up from 
The Smoke to the sleepy market 
town of Ludlow with the aim of 
taking on the cream of the 
CRASH'S Match Day playing 
readership. 

Which is where you come in. 
We're going to pit this program- 



ming duo against a CRASH staf- 
fer and a selection of readers, 
and report on the tournament in 
the December issue. If you can 
win at international Level with a 
score of 15-0 or better, John and 
Chris reckon you might be in 
with a chance 

If you're a skilled Match Day 
player, and fancy a trip to Lud- 
low at our expense a s well as the 
chance of fame, drop us a line at 
CRASH MATCH DAY CHAL- 
LENGE, PO BOX 10, LUDLOW, 
SHROPSHIRE SYB 10B before 
25th September. There's no way 
we can validate your prowess in 
advance, but remember, rf you 
tell fibs about your footballing 
skills you'll look a real waSly 
wheci Chris and John Inflict a 
crushing defeat* and all the 
Other CRASH readers get to 
read about your humiliation , + H 
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Last month, something went severely wrong with this column. It was nothing more 
than rumour and scurrilous gossip. And FEAR AND LOATHING is more than cheap 




Sadly jibes come no cheaper than 
those aimed at Cracked and Tubby 
at thalamus. They Ye ten a penny. 
Latest from the Islington institute 
for overindulgence ts that then 
dynamic duo, Flathead and Cap- 
tain Corpulent, the tea boy wonder, 
crashed their Pratmoblle, 

Yes, in just one week, they man- 
aged to total the company car — a 
Daisun Cherry — no fewer than 
three times! The last concussion 
was so conclusive that the poor 
Nipponese auto is nixed. But com- 
miserations to both of them on the 
loss of their CherrV- 

But no more. We turn to more 
serious criticisms. My fan club has 
been writing in to complain about 
my self-indulgent fantasies. 1 was 
particularly taken with Mr C H 
Evans' query, "Who is this stupid 
little prat?" Wtalf, CH, actually Pm 
rather a big "little prat 1 and as to 
your brave challenge, "he can try 
to rip out my liver if he wants to pi . I 
wouldn't wish to touch any of your 
organs. Instead I have an electric 



drill, hammer action, reserved for 
my next visit toPowys! 

J A Attwood of Norwich, a city 
torn apart by fts inner city hooligan 
element, comes closer to the 
mark. He complains about my fixa- 
tion with food and a certain vodka 
and tomato juice cocktail. I agree! 
Boozing and drinking are not fit 
subjects for young, impressiona- 
ble readers- But what oan replace 
them? I fancy a certain white pow- 
der that you suck up through a 
straw. Yes. Sherbert. This months 
quest is for a baggie of sherbert. 

And this month's quest begins 
at the Grosvenor House launch of 
Dragons Larr by software pro- 
jects. The Spectrum version of the 
game they said couldn't be done 
wasn't done, of course, apart from 
the final screen. It looked fun, but 
don't expect the laser disc 




than boomerangs, I suspect they 
were of Liverpudlian origin but the 



poor delicate things had not travel- 
led well. 

the edge was celebrating its 
fourth birthday and a move to new 
Covent Garden premises with a bit 
of a bash a day or two after. Plenty 
of icing sugar topping the cake, 
but no sign of sherbert. Still, a 
wacky time was had by all, espe- 
cially my Swedish girlfriend, who 
was chatted up by a succession of 
software types. 

Funniest faux pas came from a 
tyro freelance journalist who was 
wandering round touting for busi- 
ness. He sidled up to her and hav- 
ing introduced himself, asked her 
if she heard any software stories to 
tail him. I can only think this Is the 
sort of guy who would ask Paula 
Vates for gossip about Bob Geldof! 

By now I was itching lor some of 
the fizzy stuff. Sure I could have 
scored a deal down at the corner 
shop, but I prefer to iig everything 1 
So I went beyond Southampton 
Street, where I found Francis Lee 
and the gang sporting pointy ears 




and uttering 11 Beam me up, 

Scotty." 

Luckily Baxter was present to 
lunch me and drop the odd hint 
that this outbreak of irrational 
behaviour was related to some 
new release or other. 

Apparently the beyond stand at 
the PCW show will be shaped like 
the Enterprise , . . though why any- 
body should want a stand model- 
led on a now defunct micro is 
beyond me. 

Something fishy about the next 
port of call, piranha software is a 
new name, but behind it lurks an 
age old concern, macnnllan, the 
book publishers. So when they 
splashed out on an informal launch 
do. it was m the oak-lined splen- 
dour of the WB Yeats room, 

The meal was rather less staid 
than the surroundings, consisting 
of a selection of painfully punning 
nibbles on the piranha theme. The 
Piranha Bate caused much merri- 
ment, I can tell you. The Piranha 
Cocktail, which turned out to be 
Black Velvet, was much more 
palatable. But I'm talking about 
alcohol again. 

Suddenly a charming lady 
named Mandy sidled up to me, 
and offered me something very 
special if I d only let her digitise me! 
Whfit she meant was that Strike 
ForCB Cobra, one of the first 
piranha releases, is to feature 
photos of the team members, and 
it was up to us mega-butch jour- 
nos to portray those micro-chip 
marvels. 

There were eight of us who had 
our pieties snapped and no, I 
won't tell you which one of the 
Cobra Force I am, except to say 
that the grease paint moustache 
and eye make up (eye make up!) 
didn't wash off quite as easily as 
Mandy had suggested, and I was 
followed round the PC User busi- 
ness Show all that afternoon by 
somebody called Bruce. 

Back to my payment for suffer- 
ing this indignity. Did I get a Rar 
ret s Sinus Clearing Sherbert Foun- 
tain? No! I got a fluffy toy piranha, 
The company had fifty of these 
specially made, and extremely 
cute they are. I've called mine Alan 
after the biggest piranha I know. 

Hungers. Minson 
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ACE 

1 ^ 

Producer: Cascade 

Retail Price; €9.95 
Author: Paul Laidlaw 



Eeek. an enemy fleet has 
invaded our sunny shores. 
The landing craft beach on 
the shingle and offload the tanks, 
troops and surface-to-air missile 
bases, Enemy fighters and 
helicopters cover the ground 
forces white the fleet anchors off 
the bay, waiting to discharge more 
troops or evacuate the (and forces 
if things get too hot. 

At the AHi#d base the radars 
start bleeping. The warning sirens 
begin to scream as the invasion 
becomes apparent. As you race 
towards your aircraft the gravity of 
the situation begins to dawn on 
you. Unless the enemy invaders 
a re destroyed Great Britain will fall 
into foreign hands. 

The Allied base possesses three 
AWAT combat aircraft, It's up to 
you. as an AWAT pwlot. to defend 
the southern coast of your home- 
land against the marauding invad- 
ers. The game begins with a series 
of options which must be selected 
before the craft can become air- 
borne. The mission can be flown 
under summer or winter condi- 




CRITICISM 



• " This game is excellent, and 
possibly the SpectrunYs best 
flight simulator. The scenario is 
a little unrealistic: apparently we 
have three Allied air bases, but 
only one fighter pilot ... Still, the 
game is wry good, the unre* 
sponsiveness that has dogged 
so many flight simulators is 
almost non-existent, and tha 
graphics, of a similar sprite-like 
quality of those seen In Skyfox p 
are much smoother and more 
attractive. The high score table 
is very good, with a Save facility, 
and the facility to record dates. 
Unless you hate flight 
simulators, Pd recommend this 
game pretty highly" 

• N There's no shortage of flight 
simulators on the Spectrum mar- 
ket — but unfortunately not too 
mdny of them are good. AC E is cer- 
tainly a good try, but i didn't feet ft 
had enough there to keep me 
interested while playing — the 
screen tended to look too blank 
too much of the time. The controls 
are the same as your basic flight 
simulator and alt placed on the 
most obvious keys, t tqtt the con- 
trol of the pfane was a bit too slack 
for any serious flying to take place. 
The idea of having a fuel plane to 
dock with is great but to get there 
you would have to have a fufl tank 
of aviation fuei— which seems to 
ruin the whole plan 



• M Usuafly | avoid flight sim's like 
the pJague because after wading 
through all the instructions the 
game itself is often awful. This, I'm 
afraid to say is no different from 
many of the others except that 
there are fewer instructions and 
you only need twenty fingers to 
play (t There are tess than minimal 
sound effects which is probably a 
blessing as the endless engine 
drone would probably drive me up 
the wall. The graphics are about 
average for this type of game, very 
jerky and slow moving, although 
there are some nicely detailed 
enemy planes, tanks and the like. 
My first few goes on this one were 
quite good fun but after I became 
competent there didn't really seem 
to be much point in pJaying it any 
more. " 

are n ine sk\\\ levels altogether, level 
one being a training mode. This is 
identical to a norma) mission 
except that the enemy planes 
don't fine back at you. 

Once proficiency at the controls 
of the aircraft has been achieved, 
it's time to ann the combat )et. 
There is a choice of equipment for 
multirole, air superiority, ground 
attack and naval attack 




capabilities. An unusual aspect of 
this flight simulation game is the 
two player option. A sacor*d player 
can join you in the jet fighter to take 
control of the weapons systems 
while you concentrate on avoiding 
the enemy Is missiles 

The inside of the cockpit con- 
tains all the regular controls you 
would expect to find. There's also 
a rear camera so you can see if any 
of the baddfes are creeping up 
from behind. If an enemy missile 
attack hits home, rt's usually the 
rear- view canoera that is the first to 
go* Most of the missiles can be 
avoided by taking evasive action 
and giving the plane a bit of the old 
pitch and roil routine. The radar 
shows any planes outside your 
range of vision either above or 
below you. 

The object of the game is to 
destroy all the enemy craft in order 
of numerical superiority, as certain 
craft carry more points than 
others. As soon as the land and air 
targets have been reduced to 
scrap metal you can concentrate 
on wiping out the enemy naval fleet 
which comas in to rescue sur- 
vivors. 

Once airborne you have access 
to the onboard map. This shows 




mi 



the exact positions of the enemy 
planes and ground forces as well 
as the Allied bases which you must 
make for if a landing for damage 
repairs is needed, Fuel is a major 
problem. Hying at very high 
altitudes uses up a lot of fuel and 
when the tanks get a bit too empty, 
a message flashes up on the 
screen to point out that a refuelling 
session is called for Refuelling has 
to be done in mid-air 

If things get too hot to handle, 
there Is always the option to eject. 
Try and eject over Allied territory 
won't you? Skilled AWAT pilots are 
hard to find, and they 're not much 
use cooped up in POW camps' 



COMMENTS 



Control keys: Q quit, M map, U 
undercaniaga, Wdown r S up, E 
bank left, R bank right, X fire 
ENTER select, CAPS/SHIFT 
decrease thrust, Z increase 
Joystick; Kempston, Interface 2 
Knyboard play: responsive 
Use of colour a bit uninspired at 
times 

Graphics: average 
Sound: quiet J 
Skill levels: nine 
Screens; scrolling display 
General rating: above average for 
this type of game 



Use of computer 78% 

Qrnphte* 80% 

PlayabJilty 78% 

Getting started ei% 

Addictive qualities 77% 

Walue for money 77% 

Overall m% 



i 
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Producer: Sparklers 

Retail Price; E1 -99 
Author: Phit Snail 

Danger Mouse is taking a 
well-earned holiday down 
in Cheddar Gorge in the 
sunny West Country. It should be 
a nice quiet holiday as he's on his 
own without the bespectaled and 
easily startled Penfold* but despite 
the beautiful countryside, DM is 
finding it hard to refax. Even the 
famous Cheddar Cheese Straws 
ean'l put his mind at rest. 

Eventually his worst (ears are 
confirmed: a telegram from Col- 
onel K tells him that Baron Green- 
back te up to his dastardly tricks 
again. Poor little PenfokJ has been 
kidnapped by the Baron's hen- 
chmen. But's that's just the tip of 
the iceberg. The grotesque Green- 
back has corne up with his worst 
plan ever for ultimate World Domi- 
nation . . , 

At his hideout in Chicago, the 
Baron and his minions are busy 
manufacturing thousands of Who- 
opee cushions. Strange. But there 
i* method behind this madness. 



supply the Baron with power and 
rnataiiaJsfor cushion factory. If DM 
manages to shut down enough of 
these factories, when he eventu- 
ally gets through to the Whoopee 
cushion plant he'll find it a lot 
easier to burst the cushions with 
the P.I.N (Pointed Imploding Nee- 
dle) because there will be less of 
them. 

The screen shows a three 
dimensional view of Danger 
Mouse in his car as he battles 
around the city looking for clues. 
The bottom hall of the screen 
shows the layout of the city with 
DM s position marked, along with 
obstacles such as the Troll with no 
Plaice to go, who only moves out 
of your way if you give him a fish, 
Gedditt? Useful objects can be 
found by vrsiting store rooms. 
Walking through the unmarked 
doors in the store rooms, DM must 
try and navigate his way to the blue 
exit at the top of the screen. When 
he gets to this stage, a useful 
object is offered to him 

When DM finds one of the 
baron 1 b factories he must avoid 
whatever is being manufactured 
there and get to the tpp of the 



CRITICISM 



• Danger Mouse games could 
be really good as he is an 
extremely versatile character, 
unfortunately he doesn't seem 
to have teen used to his 
greatest effect or ability yet, and 
all the games in which he has 
stan-ed have bew a bit on the 



Scmmpartng through storervvm, t>M does his best to get 
another useful item tn hi* quas t to defeat the Bad Baron 



The plan is to put them on every 
seat in the United Nations, So at 
the next meeting there will be so 
many blushes and apologies in 
every language imaginable that 
during the ensuing chaos Green- 
back will be able to sneak in and 
take over the world. 

Danger Mouse casts aside his 
packet of Cheese straws and sets 
off for Chicago, Quite apart from 
the Baron's sinister whoopee 
cushion factory, a number of gas 
making factories and power sta- 
tions must be shut down as they 



turns the corners in the road in a 
very realistic fashion, and is drawn 
very accurately and animated 
beautifully, even down to the odd 
glance around while playing. After 
the appeal of the game had worn 
off, I couldn't see much more than 
a basic ma^e game — wh ich m ade 
me understand why It was only 
E1.99. The sound on the titte 
screen is an extremely loud and 
accurate rendition of the DM 
theme tune, this and the DM 
character were the only pulling 





screen to the exit door in much the 
same way as he did in the store 
rooms. Then it's back into the car 
and off somewhere else, 

Whiie Danger Mouse is hunting 
around the city looking for clues, 
the Baron is making more and 
more cushions. When the number 
gets to 100 the game ends and 
Greenback has triumphed. The 
number of whoopee cushions 
trundling off the production line is 
shown at the bottom of the screen 
along with any bonus marks. 



The maze at ctty streets through which our intrepid rodent 
hero travels on his way to thwart the plan* of arch villain. 
Baron Greenback 



boring side. Controlling Danger 
Mouse's car is at first very hard 
to get used to, so it is easy to get 
lost in the maze. The game plays 
quite slowty and one* you've 
seen a few screens there Is little 
variation, anil boredom sets in. 
■Rie graphics are colourful but 
there a re a lot of attribute prob- 
lems. The sound Is fairly good 
with some nice spot effects in 
the game, and the Danger 
Mouse theme tune on the title 
screen. Hot a bad piece of 
cheapo software — it would be 
nice if it was a little more com- 
pelling. " 

• " For £1-99, this is a fair game- f/ 
it had been priced any higher, 
there's no way that t would have 
said anything nice about it The 
graphics are not particularly good, 
but they give the right impression. 
Payability wise, DM is good, but 
nothing special Despite the diffe- 
rent screens, it doeso 'f hoid much 
in the way of interesting action. For 
the price, worth a took, 
methinkSr #l 

• " Yes, we all know that Danger 
Mouse is great: I love the TV series 
and all that stuff, The look of 
DMMW is very good, and a valid 
attempt is made at drawing a 
believable road. Danger Mouse 



points of the game. I couldn't find 
much else to validate the lashing 
out of neariy two hundred pen- 
nies, " 



m 



COMMENTS 



f 



Control keys: O left , P right , Q up, 
A reverse direction/down, 0 fire/ 
jump, 1 status screen, 2 continue 

3ame, 5 abandon game 
oy stick: Kempston, Cursor, 
Interface 2 

Keyboard play: line, but a bit 

tricky controlling the car 

Use of colour: par for the budget 

course 

Graphics: nothing remarkable 
Sound: jolly tune r fair effects 
Skill levels: one 
Screens: scrolling maze 
General rating: A reasonable 
game, given the price 



Use of computer 


59% 


Graphics 


59% 


Payability 


56% 


I Getting started 


56% 


Addictive qualities 


56% 


Value for money 


58% 


Overall 


56% 
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fan Dare lives dangerously 
Most of the time he has no 
choice — heroic deeds are 
forced upon him because he's the 
bravest guy around. This time the 
nasty Mekon has decided to hold 
the world to ransom. Dan's just 
about to receive the highest 
accolade of all — an appearance 
on 'This is Your Ufa" — when the 
TV waves a/e unceremoniousiy 
taken over by the ugly visage of 
the Mekon. Earth must either sub- 
mit to him as commander of the 
universe or accept the dire con- 
sequences . . t 

TTie Mekon has hollowed out an 
asteroid, the size of a $ ma 1 1 planeL 
and has set it on a collision course 
with Earth. If Earth agrees to the 
Mekorft demands, the nasty 
asteroid will be detonated and the 
Earth rendered safe again. The 
onfy snag is that a green slimy alien 
will rule the world. Is the Mekon 
going to get his wicked way ? Not if 
Dan Dare can help it! 

Accompanied by his faithful 
friend Digby, Dan Dare sets off In 
his speedy spaceship, the Anas- 
tasia, and heads for the approach- 
ing asteroid. When they arrive on 
the Mekon's space projectile, Dan 
leaves Digby to guard the ship and 
starts to explore the asteroid. He 
has a mere two hours at his dis- 
posal to save the world from alien 
domination. 
Dan soon realises his task is 




" I must confess to not 
being sn a vid reader of the 
old Dan Dam comic strip, 
but of course Tike everyone 
else I've heard all about hts 
dealings witfi the Mekon. 
Ttifs game defies ell adjec- 
tives *— to my mind, It's one 
of the best on the Spec- 
trum. If you thought ulti- 
mate had hit new bound- 
aries on the Spectrum, then 
take a look at this. The 
graphics are amazing; I 
wondered H it was realty a 
Spectrum that was produc- 
ing these amazingly colour- 
ful graphics. Dan is super- 
bly animated and doesn't 
slow down one iota when 
lota of baddies appear on 
the screen. I found that Dan 
Dare was extremely play* 
able and a pleasure to play. 
You have to buy it to believe 
it. w 



gching to be far more difficult than 
he first thought. For one thing the 
asteroid is inhabited by Treens, 
alien troopers guarding the 
Mekong blackmail vehicle. Should 




PAN DARE 

mot of ™i riffljKt 



Producer; Virgin 

Retail Price; £9.95 
Author: The Gang of Five 



alreen catch up with Dan, the hero 
loses energy and might well be 
taken prisoner. Treens can also 
knock him out which, like doiruj ;j 
bit of 'porridge 1 , loses Dan valu- 
able time. Laser bolts fired by the 
automatic defence systems (and 
the Treens) are also bad for Dan's 
health and well-being. Fortunately, 
Dan Is not defenceless, and is 
equipped with a nifty laser gun 
which makes short shrift of any 
Treens that get in the way of a laser 
blast. 

Dan finds himself In a subterra- 
nean world in which there are five 
levels. He has to find his way 
through a network of floors, travel- 
ling up and down in lifts, until he 
finds the setf-ctestruct mechanism 
which will obliterate the asteroid 
before it has chance to collide with 
the Earth. To do this, however, five 




"At first sight Dan Dare 
didn't really appeal to me as 
it didn't seem that original, 
but after playing for a while 
*t did start to grow on me. 
The game Is fairly easy to 
play; running around the 
place shooting green nas- 
ties and retracing your 
steps at high speed ten 1 ! 
exactly brain tasting, but tt% 
jolly good fun all the same. 
The graphics are good: ell 
the characters move 
around smoothly and the 
backgrounds are vary 
pretty. The sound when 
compared to the graphics 
is a major disappointment 
— only a couple of spot 
effects in the whole game. 
A very slick piece of prog- 
ramming, but I wonder if 111 
Sti II be playing Dan Dare in a 
couple of weeks 1 time, . . " 



vital pieces of I he mechanism have 
to be found and assembled in the 
control room — one part of the 
contraption has been hidden on 
each level. The lifts work sporadi- 
cally, and indicator arrows reveal 
the directions of travel available. 

Dan is a superfit fellow, capable 
of moving left and right, up and 
down, and he can jump over 
chasms and duck to avoid Treen 
laser bolts. To help him in his quest, 
a variety of objects lying around 
can be collected by Jumping onto 
them r including bullets to boosi his 
arsenal and pills to increase his 
energy. 

As the game foads, the faces of 
the two protagonists — Dan Dare 
and the dreaded Mekon —are dis- 
played on screen, and the action 




" Anyone out there, who 
didn't read the old Eagle 
comics? I loved the comic 
Strips, and I like the game 
too. The graphics are very 
good, but the colour Is sim- 
ply astounding — surely the 
best on the Spectrum yet? 
Dan passes in front of and 
behind the scenery without 
the slightest sign of attri- 
bute clash. The game Is 
playable, addictive, and 
generally well worth the 
time, effort, and money of 
any self respecting Spec- 
trum owner or Dan Dare 
fan. " 



starts with the Anastasia speeding 
towards the asteroid The gamej 
follows the flick screen format, 
with the status area below the 
action zone. The total score and 
the amount of time Dan has left in 
hours, minutes and seconds is dis- 
played and two bars indicate the 
strength of Dan's arsenal and his 
energy level. 

During pJay, screen captions in 
the style of the original comic 
strips pop on screen from time to 
time to explain what has happened 
to Dan — when he's knocked 
unconscious, for example, ff Dan 
manages to thwart the Mekon's 
plan, the Anastasia is shown 
speeding away from the asteroid 
just before it explodes and then the 
end sequence displays the explo- 
sion itself. 




Control keys: Q up, A down, 
Fright B. N, M, SYM SHIFT, 
SPACE to fire 

Joystick: Kempston P Cursor 
Keyboard frfay: no problems 
Use of colour: very cteverly 
done, bright and attractive 
Graphics: excellent 
Sound: not enough, reaFly 
Skill levels: one 
Screens: 125/130 (ish) 
Genera) rating: A game 
whteh lives up to the image of 
the cartoon character 

Use of computer 93 % 

Graphics 95% 

Playabinty 93% 

Getting started 91 % 

Addictive qualities 91% 

Va\ ue for money 90 % 

Overall 92% 
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STAINLESS STEEL 



Producer: Mikro-Gen 

Retail Price: £8,95 
Author: Dave Perry 

ieky Steel is here! The new 
teenage super hero with the 
mechanical arm has finally 
arrived. Just in time, it seems, to 
save the world from the evil Dr Vter- 
dos and his merciless minions. 
First on foot and then in his combat 
vehicle Nightwmd . Ricky weaves 
and dodges his way pasi the the 



back and forth trying to eradicate 
Ricky, but Nightwlnd is equipped 
with a powerful laser cannon, 
which evens the odds a little as 
Ricky dodges and weaves his way 
towards Dr Vardos and his hideout 
All the enemy forces have to be 
wiped out before the zone is com- 
pleted - 

In the third zone, battle resumes 
over a watery channel. Nightwind 
is amphibious as well as capable 
of aerobatics and as he deals with 
the airborne threat, Ricky has to 




Having negotiated thamnan stmetm IftZonaZam, Prtteffip^ 
son Cnmervn Pound nnapm tfra Steel Hero aa He enter* Night- 
wind... 



enemy craft sent by the evil doctor 
as he heads towards the ultimate 
confutation — with Vbrdos him- 
setfl 

The action is seen from above 
and the ptay area scrolls up and 
down, The game contains four 
zones, each with its own set of 
hazards which become succes- 
sively more treacherous. Enemy 
craft can approach from either in 
front or behind so Ricky has to be 
constantly alert — if his concentra- 
tion wavers for a second r the 
android army commanded by Dr V 
is likely to send him to that 
scrap heap in the sky, 

In the first zone Ricky has to leg 
it atonQ the tarmac, avoiding 
helicopters which have the capac- 
ity to blast him to smithereens with 
their missiles. A collision with a 
chopper is also fatal. Fortunately 
Rick can fire missiles too, and he 
also has a bomb shield to soften 
the effects of enemy attack, Trundl- 
ing past traffic jams and road bar- 
riers while destroying android pat- 
rol ships which move across the 
road „ the man with a steel arm has 
to make for the end of the zone 
and a reunion with his cherished 
motor. 

In zone two, aboard Might wind 
and flying through the air, Ricky's 
task is a little harder. Bubbles of 
fuel need to be collected to keep 
the super-car in the air as the 
dynamic duo fight their way across 
a desert Rockets come zooming 



watch out for submarines which 
pop up from the water every so 
often. Plonking a bomb on the 
deck of a submarine requires 
sharp reactions and quick timing, 
but tots of points are there for the 
winning! 

The final zone is populated by 
androids in the shape of lizards 
and salamanders as well as OVar- 
dos' other minions. Their aim is to 
thwart Ricky's noble attempt to 
save the world by finding and 
eliminating the evil Or Vardos, 

Status displays flank the main 
action screen: on the left, Ricky's 
energy and shield or arsenal 
strength is displayed below the 
score meter; on the right the stone 
number is displayed, together with 
the bonus points awarded r the 
number of androids that remain in 
the zone, and large red hearts indi- 
cate how many or Ricky's four lives 
remain. It the enemy forces are not 
shot down fast enough, it s possi- 
ble to end up with a negative 
bonus score, so quick shooting is 
the oreler of the day , . . A radar 
screen below the main display 
reveals Ricky's position in relation 
to the nasties in the current zone, 
and a message is flashed onto this 
screen when nicky bites the duet. 

Steel by name and steel by 
nature: it takes more than a few 
androids to despatch a teenage 
super hero, mjkro-oen plan to pro- 
duce further games starring Ricky, 
but first he has to beat Dr \farttos 



CRITICISM 



m ' ' Well, 1 ast month there was a 
crowd around the demo of this 
game, with everyone saying 
how brilliant it was. L think that 
compared with Equinox — Dave 
Perry's last game — this is well 
worth a Smash. The first few 
levels are very* very hard but 
(Mice you work out ■ method 
they start to get quite playable- 
The idea behind the game lent 
exactly original, but It la pre- 
sented In a very nice way. 
Graphically it's excellent! The 
scrolling Is brilliant, as are the 
characters which are after you. I 
am generally very impressed as 
it is playable, pretty and compel* 
ling. 11 

• " Stainless Steel contains 
excellent graphics and superb 



quibbles apart, Ricky Steels first 
game is an excellent blast-the- 
enemy production, and he stands 
a good chance of becoming a real 
super hero if this standard is kept 
up. " 




Zm# One and Nightwlnd zoom* acre** tha desert with an 
android mlmmfte up ahead and a helicopter about to % off the 
bp from ot thm acraan , One Ufa left and n.*n..nln*teen enemy 
drold* taemdtcata* Cameron** got him work cut out ham , # * 



sound effects; the game is very 
simple but very addictive. There 
are some great sound effects, and 
it's a shame you have to reload to 
hear more of the title tune — ttk 
gmat As shoot em ups gp, Stain - 
less Steel is very addictive — 
mainly due to the targe scanner at 
the bottom of the screen that tails 
you exactly how far away you are 
from the end of the section. The 
graphics am superb and quite orig- 
inal, with detailed backgrounds 
throughout the game. Shoot em 
up fanatics will go wild over SS to 
start with, but rm afraid they may 
find it too annoying because when 
you die you go right back to the 
beginning. Attractive but infuriat- 
ing, * 

• ,k Stainless Steel is a great 
shoot em up. rt has got very good 
graphics, excellent sound, and on 
top ot that, a lot of payability — it s 
addictive, too. One thing that nig- 
gles me is the fact that when you 
die, the game takes you right back 
to the beginning of that level. Minor 



COMMENTS 



Control keys: redefinable: Up/ 
Thrust, Down/Turn. Left, Right, 
Fire and Bomb/Shield 
Joystick: Kernpeton, Cursor, Inter- 
face 2 

Keyboard play: fine 

Use of colour: monochromatic 

action 

Graphics: very neatly done 
Sound: tune on Loading, pl us good 
effects 

Skill levels; one 
Screens; four scrolling zones 
General rating: A slick shoot "em 
up without too much depth 



Use of computer 


90% 


Graphics 


92% 


Play ability 


87% 


Getting started 


90% 


Addictive qualities 


88% 


Value for money 


ee% 


Overall 


89% 
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Trained to kill, you must penetrate the defenses of 
Abraxas, destroy the terrorist HQ. and glide to safety. 



In case ot difficulty, Glider Rider 
can be obtained from Quicksilva 
" Ltd,. Unils 1 and 2, Con] on 
Developments, Watery Lane, 
Darken, Lanes BBC 3 2ET 




Qufcksilva Ltd., Victory House, 
Leicester Place, 
London WC2H 7NB, 
M: 01-439 0666 



RUPERT 
AND THE 








Producer: Bug Byte 

Retail Price: £2,99 
Author: Bug Byte 



R 



upert and Ns chums ana get- 
ting some serious hassle 
from Jenny Frost, Jack's sis- 
ter. Not content with covering the 
countryside in an icy blanket, she 
has also kidnapped Ruperts 
friends. Bingo, Edward Trunk. Aigy 
and Badger Sill have all been fro- 
zen solid and are being held cap- 
tive in the Ice Castle, Rupert must 
go to the Ice Castle to defrost 
them, Trie only way he can un- 
freeze his woodland chums 4s by 
giving them an ice pill. 

Before setting out, Rupert can 
choose how many ice pills to take 
with him — up to eight are availa- 
ble —and select which of thethree 
levels to attempt, Rupert has to 
climb the ramparts and jump onto 
fccy ridges to try and return his 
friends to the land of the living. 

Apart from the bitter cold Inside 
the Ice Palace, Rupert also has to 

contend with the traps that Jenny 
Frost has set to try and trick him 
into becoming like his frozen 
friends. Contact with the nasties in 
the game — which include falling 
icictes, a helicopter and a car — 
robs Rupert one of his precious ice 
pills. Once all his pills have been 
used up. Rupert is turned Into a 
block of ice. 



The game *s over when each 
level has been completed and all 
of Ruperts friends have pattered 
back to Nutwood for a hot cup of 
cocoa in front of a roaring fire. 



CRITICISM 



r 



• " This is a vwry }olly game. The 
mufti-coloured Rupert is nice s 
but H causes clashes which 
rattier spoil the otherwise 
attractive graphics, The game is 
nicety packaged, and bug byte 
have made a good job of the 
game, though the instructions 
are a bH on the short side. Rupert 
and the Ice Castle is certainly 
nothing amazingly mega -brill, 
but it's stltl a good game. " 



• Jl Weil this is certainty a step up 
from the last Rupert game. It is a 
lot more playable and addictive for 
a start and ftte much eetswr to get 
into, The graphics am. on the 
whole, good. The characters are 
wait designed, move around 
smoothly and even took tike the 
comic hook characters. The 
backgrounds are very welt detailed 
but the sound is a tittle disappoint- 
ing, There are a few spot effects 
but no tune. Generally* I am quite 
impressed with this one as it has 
great addictive qualities and it fe 
w@fy compelling, '* 



COLD RUN 



I 



Producer: Maosen 

Retail Price: £9,95 

old Run is the successor to 
the game Blockbusters, 
%v both based on the popular 
TV quiz series for teenagers in 
which Sixth Forms and Technical 
Colleges compete against each 
other to win some very impressive 
prizes. 

In the television programme, 
after a team has completed a 
round successfully, one member 
is invited to stand on the Hot Spot 
and take part in the Gold Run. In 
this section of the game a player 
has to complete a horizontal path 
across the set of hexagons by cor- 
rect ly answering a number of 
questions. In the grid are a number 
of five shapes each containing the 
initial letters of a phrase or popular 
string of words. The Player selects 
the initial letter of the hexagon 
which he or she wants to answer 
questions on, and the question 
then appears at the bottom of the 
screen. For example, the initial let- 
ters might be N.S and the question 
would follow: 'Another name for 
the Aurora Borealis" the answer 
should then be typed in — 1 North- 
ern Lights'. If an answer Js wrong 
the hexagon goes black, but if the 
question is answered correctly it 
goes yellow and the player can 



progress to the next hexagon in a 
logical mute across the board. 

Spelling and punctuation all. 
count against you in the Spectrum 
version if you make a mistake, but 
generally, it a Question Is correct 
But mis-spelt then you do get a 
second chance to answer it. 
Although the questions tend to 
remain at the same level, the time 
limit in which you must complete 
the game goes down each time. 
On the first level this is 236 sec- 
onds, but at level nine it is only 38 
seconds, so fast and accurate typ- 
ing as well as a smart brain are 
necessary. After each game has 
been completed, the highest score 
so far compared with your own 
effort is shown. There is also the 
option to restart the game or con- 
tinue in the senes. 

Unfortunately, there are no 
mega prizes to be won in this ver- 
sion of Goid Run, not a Blockbus- 
ters sweatshirt in sight, and no 
effervescent Bob Holness pre- 
sentmg! 



CRITICISM 



I 



• " mags en should start up their 
own TV company, Mm sure It 
would be cheaper than buying 
the rights to all the games that 



• ,J I can remember seeing Rupert 
on television age$ ago. and h-n cer- 
tainly didn't live in an Ice Palace 




then. He must be climbing the 
social ladder, The graphics are well 
coloured and detailed. Attribute 
dashes are kept to a minimum, 
usually with a single coloured 
background. Sound is very poor— 
I couldn't hear any beeps any- 
where — and the keyboard control 
is very unresponsive, I really didn't 
like the game much, even though 
I'm Rupert s biggest fan. " 




Control keys: Q left, P nght, Aplck 
up r 2 jump 

Joystick: Kempsion, Sinclair 
Keyboard play: unresponsive 
Use of colour; colourf ul but with- 
out attribute clashes 
Graphics: finely detailed 
Sound: a few spot effects 
Skill levels: one 
t2 

rating; A pretty platform 
game 



U se of computer 54 % 

Graphics 47% 

Payability 47% 

Getting started 55% 

Addictive qualities 47% 

Value for money 54% 
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you a neccmd chance But over- 



they publish. If you buy it to com- 
plement BFockbusters (which I 
presume you're supposed to) I 
think you'll be a bit disap- 
pointed. This is because 1ft 
exactly the same as Blockbus- 
ters and even more boring. The 
sound Is an Improvement on 
Blockbusters but is still the same 
old repetitive tun*. The game 
features some good touches 
like the interrupt facility and 



all, the game is very poor and 
one of the wor 

sol 



worst HAC5EN games 



• " Technically, GokJ Run Is rub- 
bish. Funnily enough though, it has 
an element of payability in it M and 
when played in a group, it lasts a 
long time. The obvious problem is 
that questions crop up again and 
again, but macsen have made a 
reasonable job ofavotding this, by 
providing a targe dollop of ques- 



tions. The big drawback is that an 
answer is not accepted if it is mis- 
spelt. Meanwhile, time is ticking 
away, and you 're not going to beat 
the record, , r arghf Gold Run isn't 
a mega game, by any standard, 
and its high price acts in a stronq 
way against it, but i reckon its not 
a bad game. " 

• 1 1 This >s the sort of game that I 
give to my hated cousins \n Skeg- 
ness because it is completely bor- 
ing. I used to believe that 
gameshow computer games 




Producer: Virgin 

Retarl Price: £7.95 
Author: M ills ide Software 

On 29th June this year, 
Richard Branson and the 
Virgin Atlantic Challenge 
Team broke the record for the fas- 
test crossing of the Atlantic by sea. 
Now there's a game based on the 
trip, so you can have a go at setting 
a new record and even win the 
Glue Riband for yourself. 

The game stars Richard Bran- 
son but in this case he's going solo 
as there's no crew to assist him, 
Richard must scamper around the 
sh>p whenever the onboard com- 
puter alerts him to a hazard in his 
path, a fault in the ship's engines 
and so on. But before Mr Branson 
can even contemplate any poten- 
tial problems during his voyage he 
must make sure that everything is 
ship shape so that he can begin 
his trip, 

Scamper up to the cockpit and 
start the engines. Not too siow or 
your fuel will run out before you 
can rendezvous with the refuelling 
tanker, and not too fasi or else 
Atlantic Challenger will break up. 
The voyage is split into three 



stages as the Challenger cannot 
carry enough fuel to get across the 
Atlantic in one go. The position of 
each refuelling tanker is shown In 
the radar room, along with the 
bearing and number of miles bet- 
ween you and the fuet. Once you 
have the bearing of the next 
tanker, you can scamper back up 
to the cockpit and set the Chal- 
lenger on course. Once Atlantic 
Challenger is within 100 miles of 



the tanker, it shows up on the radar 
screen, and you drive by sight 
rather than autopirot. Aim the boat 
at the tanker and re-fueiiing takes 
place automatically. 

The screen shows a cut away 
section of the interior of Atlantic 
Challenger covering two screens. 
The rooms in the boat contain 
equipment which is used via a win- 
dow system. To use a facility r 
stand Richard in front of It and 



couFd be fun if you played them in 
a group but I've tried with this one 
and it isn't. Ttie sound effects are 
adequate but I feel that there 
should be more of them to give the 
game a brt more atmosphere. The 
game responds slowly to 
keyboard input so typing things in 
can feel iike a punishment rather 
than entertainment, The game 
itself isn't reaJly presented well 
enough to represent a chaKenge 
so this game just about fairs to 
please or impress me on all 
counts. " 



COMMENTS 



Control keys: any and all 

Joystick: n/a 

Keyboard play: slow 

Use of colour the same as the TV 



jphics; ditto 
Sound: adequate 
Skill levels: nine 
Screens: one 
General rating: weak 



U so of computer 40 K 

Graphics T7% 

Payability 36% 

Getting started 38% 

Addictive q ua If ties 33% 

Vg lye for money 32 % 

-QveraH 35% 



press the fire button. This opens 
the window option onto the 
screen. When you r ve finished wrth 
say. the Telex machine, another 
press of fire returns control to the 
main game. 

Mr Branson is a very busy man 
who makes a lot of money. Just 
because he's battling across the 
Atlantic, doesn't mean he can 
jgnore h>s business empire. The 
telex machine continually informs 
him about various deals in prog- 
ress, and you must decide 
whether or not to accept them 
Huge amounts of money can 
either be won or lost this way. 

Apart from the boat, Mr Branson 
must be refuelled — Richard must 
eat qurte large amounts of food to 
keep his stamina up for the gruel- 
ling voyage If you neglect to keep 
him fed, nis performance begins 
to suffer and he can't scamper 
around so quickly. To put some 
food in Mr Branson's tummy, he 
must be positioned by the galtey 
window: a press of fire detivers the 
grub. 

In the map room the idea) course 
which Atlantic Challenger should 
be taking is shown, along wrth the 
three re-fuelling tankers. The 
engine room shows the stress fac- 
tors, temperature and the speed In 
knots. If the engine gets over- 
healed or any of the levels get too 
high then the boat breaks up and 
sinks. 

Mr Branson can fail in his bid to 
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break the Blue Riband record in 
several ways: he can starve to 
death, crash the boat or rupture 
the engines. If the boat sinks, it's 
time to "Bring out the Branson 1 — 
he always escapes intact and is 
rescued by a waiting helicopter. 



CRITICISM 



I 



• " I can't say I'm enthralled by 
this game- Quite frankly, lis bor- 
ing, 3nd for the price. It can only 
be described as a rip-off. At fi rst, 
the little caricature of ft. Bran- 
son Is qylta good, but soon, 
going through all the same 
actions, steering the strip, 
receiving telexes, and all the 
rest of it gets tedious.. Play ability 
Is fair to start with, but as It gets 
more and mora repetitive, it 
loses that and also any addks- 
tjveness it might have had. 

game isn't worth a fraction of its 
price, w 

• il Yawnl The Virgin Atlantic 
Challenge game is a real waste of 




time and your money. Just running 
around changing your bearing and 
speed, eating, and making the odd 
executive decision isn't really my 
idea of fun. Graphically, this one is 
a bit an the poor side. Your charac- 
ter is a nicety detailed, jolty carica- 
ture of Richard Branson but your 
ship is very dull and undetailed; 
there are many attribute problems 
too. The sound is also pretty use- 
less — there are very few spot 
effects and no tune or engine 
noise. Generally, I don't recom- 
mend this one as it is highly over 



priced &nd unplayable. ** 

• 11 Lovely graphics on Atlantic 
Challenger but the game is very 
boring. At first Atlantic Chafienger 
proves quite interesting; and watt- 
ing for the telex to give you the 
option to buy certain things is 
good fun but after a while you soon 
suss out what to buy. Everything 
else on the ship is very easy to use 
and requires no skill at all. The obs- 
tacles that appear in the way 
scarcely vary and are all very easy 
to avoid. The graphic of Richard 



Branson is very accurate and 
looks very jolly all the time — even 
if you starve him to death! VAC 
contains very little to keep anyone 
interested, and is far too expen- 




Control keys: I left P P right , 1 up, A 
down, SPACE to fire 
Joystick: Kempston 
Keyboa rd play: no problems 
Use of colour: okay 
Graphics: neat caricature, and 
some good details 
Sound: none to speak of I 
Skill levels: one 
Screens: 3 main screens 
General rating: Not a terribly 
exciting or entertaining simulation 



Use of computer 


53% 


Graphics 


60% 


Payability 


55% 


Getting started 
Addictive qualities 


60% 
47% 


Value for money 


45% 


Overall 


48% 





SBUGETTI JUNCTION 

L ^ ^^^^^^^^^^^^^^ 







Producer: Bug Byte 

Retail Price: £2.50 
Author: Muraya 

Sbugetti junction is a geme of 
skill and judgement starring 
a put-upon traffic police- 
man. Louigi Pepperoni is a trainee 
traffic cop on toan from sunny Itaiy 
to find out how the British manage 
to have less accidents on their 
roads than their hot - blooded com- 
panions in Borne, Although Louigi 
has had quite a bit of training, his 
performance is stilt a bfl shaky. 
Mow in Britain to further his train- 
ing, he's been turned loose on an 
unsuspecting public to direct the 
traffic in a busy street. 

Louigi has to get large numbers 
of vehicles through certain junc- 
tions safety and without any 
unsightly pite-ups. If he manages 
to pass the tests set him, he can 
progress to the next junction and 
so on until he ks a fully fledged 
traffic policeman who knows what 
he's doing. Once Louigi has 
achieved this status he can return 
home to Italy and become reunited 
with his voluptuous wife, Fei- 
tucinee, 

Louigi directs the traffic by way 
of a number of hand signals which 
you control by pressing the relev- 
ant keys. Each section of traffic 
has to be properly co-ordinated 
and each whtele sent where it's 
supposed to go. Miscalculation in 
this area causes large accidents 
and Lourgi's life may also be in 
danger from a mis-directed car. 
It s not just the continentals who 
get hot under the collar and shout 
a lot when driving. According to 
Sbug&tti Junction, the British can 
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get quite stroppy too. If Louigi 
keeps the lines of cars waiting too 
long then he'll be in for a bit of 
aggro * * . 

The game is played against the 
clock. Louigi has five minutes in 
which to complete each junction. 
If the cars are kept waiting then 
they start to beep him, and if they 
beep Louigt too much for too long 
them the game-a is-a prema- 
turely-* terminated, or as we say 
in English, it's curtains for Louigi. 

There are three levels to the 
game. Louigi can choose whether 
he wants to direct light, heavy, or If 
he r i feeling particularly ambrttous, 
rush hour traffic Louigi is actually 
over in Britain to learn about our 
traffic rules, but if you feel like 
doing a bit of traffic controlling au 
continent, then there's a European 
option in the game where ail the 
cars drive on the right hand side of 
the road. 

Points are awarded for cars cor- 
rectly navigated across the junc- 
tions with the current high Score 
shown below for you to try and 
beat. Please try to help Louigi con- 
trol the traffic successfully so that 
he can return to the land of Pasta 
and motzerella, and be reunited 
with his estranged wife and his 
bambinos which he a-misses so-a 
much-a. 



• 11 Hmmm. I'm not at all impre- 
ssed with this one. One game 
was enough to tell me that It 
won't appeal to anyone, The 
graphics ars shoddy and small, 
but some of them are nicely 
detailed. The use of colour Is a 
little garish but there are only a 
few attribute problems. The 
game plays very slowly and it is 
hard to amass high scores on 
the lower levels so it gets very 
very monotonous after a short 
time. Controlling your man is not 
as easy as it could be — In fact 
lor the first few goes it is almost 
Impossible. After a while It does 
get a little easier, though, as 
does the whole game. Even with 
its cheapo price tag I wouldn't 
recommend this game. 



• JJ Sbugetti Junction is great 
apart from one thing — the game* 
me loading screen t$ great and the 
inlay pictures took impressive, but 
the game is very boring and repeti- 
tive, t found that Sbugetti Junction 
consisted of two junctions; one 
easy and one impossible: this 
didn't help matters at afi. The 
graphics are very neaify and 
clearly drawn but due to them 
being alt the same colour and the 
traffic controller being very small 
none of them seem to realiy catch 




the eye. I also had some suspi- 
cions about the legality of the hand 
signals that the traffic would obey, 
Sbugetti Junction is certainly orig- 
inal, but whether you would come 
back to the game after a few 
monins ts very unmeiy. 

• 1 L If you've always wanted to be 
a traffic cop, then I reckon Sbugetti 
Junction will completely revert 
you. If this is a real portrayal of 3 
traffic policeman's day, then I'm 
su prised that any still exist f This 
game is, in a word, boring. Even in 
the 'rush hour" mode, there is very 
little to keep the eyelids open, and 
even less to keep you playing. 
Despite reasonable graphics, a 
passable tune, and even an 
acceptable amount of payability, 
Sbugetti Junction i e one game t hat 
I will certainly not be coming back 
to, because I know that within five 
minutes, I'll have switched it off, " 



COMMENTS 



I 



Control keys: redefinable 
Joystick: Kempston, Cursor, 
tnterface 2 

Keyboard play: no problems 
Use of colour: simple 
Graphics: nothing wonderful 
Sound: tune on title screen 
Skill levels: three 
Screens: two viewpoints — 
British and European 
General rating: An interesting 
idea, but an uncompelling game 



Use of computer 



Payability 
Getting started 
AQuiCww© qua lilies 
Value for money 
Overall 



41% 

35% 
44% 
30% 
35% 
.34% 
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HOW TO GET YOUR 
SPECTRUM REPAIRED FOR ONLY £19.95 




SPECIAL OFFER! 



me fsnwtjc mXtSm Smimm Aboard 
for h*y D1.5C InclLHttng flmmr vat ind 
rcEumaoitandpKklfig 
Normal rtcemnKinaed ntefprin 
£49 9S ^DiacfnwinpnmM 

includinssu^ct 
2> packing 



PUTER SPRRES 



SPECIAL OFFER! 



why rxrt upgrxM p*rr lfiB setmirn to i «k 
< jMittip n E1 7 5S (ftciuaing vat. cost *ntf d*kw4 
I wiMJd hKf us to flc "rw lit tor 

L J*J rtt+jdinfl rrtyrn 

nsbge 

1 Fuf fltflng insTmcrwyi 

M^jpilPd €VSf> HIE 

■nwlind 1 Wff 




SPARES FROM OUR DXY. SECTION 

WHY NOT PURCHASE THE SPARES FOR YOUR 
COMPUTERS FROM US, THE ONLY MAM ORDER 

COMPANY SELLING SPECTRUM SPARES, 
same day despatch service on receipt of orders, 



you can oi 
to collect 



Jer by Access card or call at our Reception 




TEN ★ REPAIR SERVICE 




While you wan service including 
computer sparp parts over rhr counter 
All com puters fully overhauf ed and fully 
tested before return 
F u Hv in? u red for the return journey. 
Ftoetf low price of £79.95 including post 
packing and VAT. <NotaDetweer> price 
of real \y up to £30.00 wh \c h some of ou r 
competitors are quoting). 
Orscountsjor schools and colleges, 



BEST SERVICE - 



* PI ve top games worth B3.00 for vou to 
enj oy and play wl tn every $pectr urn repair 

+ We repair Cornmodore&rs Vic 20 s 
com modore 1 6' s and Pius 4 s 

* Trie most up to date test equipment 
developed tjyus to fuiry test ana find all 
faults within yciur computer 

* Keyboard repairs Spectrum rubDer kev 
boards only £3. 95 

* 3 montn written guarantee on all repairs 

17— i 




Oft D£Rs 



ARE YOU ANOTHER CUSTOMER - fed up 

waiting weeks for your estimate? 

KWnXT?: sssst.jk r^xr NumDer on * Repalr 

w"lwe tnlffweliom? 01 WOrkSf10 °- wjth 311 the latest test equipment available ydu 
?™i!il- palr vour computer while you wait and help you with anyef your technical pr obiems 
commodore computer* repaired for only £35,00. Please note we give you a it>0% lowflxed ' 
pr ce of E19.9S which includes return post and pacKmg VAT. notaOetween price Hfcesome 
other Repair Companies offer. We don't shock you with repair bills f,30 00 upwards We 
dorumst repair the fault snn send your computer back, we give your computer a*- 

OVERHAUL WITH EVERY REPAIR WE DO- 

^I^C 1 ^^ ^ 0 iS u ^ k f 0l i r l cl Check the loading and saving chip. Put new feet on 

■^'Jg^jfoW'rft* Check forfutt memory . check an sockets including ear/mikeanri en ace 
^Sl^^f" inclusive price of £19 95 Including vat. all parts insurance and post 
»™52. c »1 fl " ? hi ,? d<?n e!rtras * ha *soever. We don't have to boast too much about our 
It^St i th0 u ia ?$ of m ^ from all over the world highly delighted w i tn our 

service Mlrst class reputation for speed and accuracy Don't forget wp are onlvtweniv 



56 Way 

ribbon cable to 
extendi your ports for 
your peripherals 

£10.95 

PIUS £1.50 p a p 



Is 

3 & P JN., 




spectrum replacement 
power transformer 
suft*bte tor an makes 

*3V%tiu: jvailutw - l- ■ ;^n£10.95' l Of COmpUter f 9.95 

ClWp&p 



L ESMI* 1*HU«* J - -.up ararr item ^ 




D.I.Y. 

CORNER 

we regret we cannot 
5 how alt the components 
available Just give us a 
call and we can quote you 
over the pneme delivery 
by 1st etas post. 



SPECTRUM SPARES 

HOB CPU sad 
7TX650 a«n 

2Tx2is a Ja 
Power Suupiv TrjnsRjrmef s ggs 

ULA60W1 te so 

M DrtC« <Hiji£1 ID PWST IK backing 

Rom ts.w 
KevOoafOrrcmtjranp 

Spectrum j so 
XevtJMfri meml>rar*e 
^ rx 1 r.tru m Piur. mpmdrane 12 M 

Metal T^mplatff 5 5 50 

Keyboard Mats s U 

?xsi m^moraTie 5 do 

Service Manual ESQ M 



COMMODORE SPARES 



6526-C.IA 
6510 -Processor 
65B1 - Sid cmp 

ia - House KG&per 
90i??5-craohlc Rom 
901336 -Basic fiam 
901237-lfem^Rom 

G^es-vrc 

Rams - Memory 
Power Supply 
TransformEr$ 



n » on eacn or cirr m caver post 
pdCKing Jnl KandllrlQ c'urqr-c 

VIDEOVftULT HEALTH WftRNrNCri! 



sending your comcKiter to anv otner ^pair Centre can seriouslv Damage It5 Health , 



Ltd, 




ffueHEfi mat 

50 P'LJS£l5flptp 

RERUCEMENT 
POWER SUPPLY 





plus I 



2^.D0 
25.00 
23 00 
25 00 
25 Oo 
25.0Q 

33 00 
5 DO 



Spectrum keyboard 
memoranes 

£5.50 plus £1.50 g a p 

spectrum Plus spare 
x keyDoard membranes 
|£12,90plus£i 50p&p 

zxai membranes 
E5.OOplufi£1.50p8.p 



140 High St West, Glossop, Derbyshire, England 
Telephone: Glossop (STD 04574) 66555 67761 




Commodore 
replacement power 
transformer Q9.00 

FJIUS E1,50p&| 





Producer: Ariolasoft 

Retail Price: £8.95 
Author: Andrew Green 

Jeff Phillips 

Something is wrong with 
Tujad, a sophisticated Con- 
trol Computer. One of its cir- 
cuits has blown, making it behave 
In a most anti-social manner, 
instead of controlling the Security 
Systems in the complex, Tujad has 
turned them against everyone, 
makingthe place a virtual No Mans 
LF]nd. The only hope left is to send 5 
in Gen 19, the most efficient Com- 
bat Droid ever created. HopefuNy 
it win be Able to repair the broken 
circuit fn Tujad, as the other 
maintenance workers can't get 
within a stone's throw of the com- 
plex without attracting hoards of 
nasty security droid s, all lusting 
after their Wood. 

Thts mission is slight fy different 
for Sen 1 9 — it has to fight its own 
kind; fellow machines. In other cir- 
cu instances. Gen 1 9 would find no 
problems in performing tasks set 
for it to complete, such is its prog- 
ramming. This time, however it's 
machine versus machine and a 
whole army of security droids are 
at Tujad 's command. These droids 
are programmed to do only one 
thing — KILL INTRUDERS! 
The only way that Tujad can be 



brought under control is by locat- 
ing 50 new parte of the circuit and 
replacing the oW ones. These can 
be found around the 1 DO rooms of 
the complex and Gen 19 collects 
circuit boards by simply walking 
into them. The circuits are then 
displayed automatically on the 
main circuit board so that the 
player can see how many sections 
have been found so far. 

The biggest problem which Gen 
19 has to overcome, predictably 
enough, is the problem posed by 
the Security Droids— the complex 
is absolutely crawling with them. 
At the beginning of the game Gen 
1 9 has three lives, and these can 
be lost in two ways, Gen 19*3 
energy depreciates with every 
encounter with the security nas- 
ties in the building and when the 
energy meter reaches zero the 
hapless droid loses a life, Sonne of 
the larger security droids are 
instantly lethal. These kill Gen 19 
with a single touch and can't be 
destroyed with the conventional 
laser (ike the other droid minions. 

Gen 1 9 has three weapons in Its 
arsenal. Three missiles, three gre- 
nades, unlimited blasting on the 
laser and 3 alien destroyers are 
available. Obviously, this collec- 
tion of weapons is not going to last 
very long when you r re up against 
some of the most sophisticated 
security droids ever invented. Luc- 
kily enough, Gen 1 9 can top up the 
weapons store by collecting 
replacement ammunition along 
the way. 

To save undue wear on the old 
I footplates as a result of legging it 




t S ramps along on him mkyridins murfbamrd, avoiding the- 
pwlfop *nd miming f 0 fix that imm *i r computer. 



around, Gen 1 9 has been supplied 
with a hover platform which is very 
useful for travelling upwards or 
over any undesirables and makes 
the robot very manoeuvrable. 
When Gen 19 reaches solid 
ground p the floating platform 
automatically retracts and and it's 
back to traditional footwork. Lifts 
link pairs of locations In the com- 
plex, and represent hand short- 
cuts. 

The status area shows how 
many of each type of weapon Gen 



19 has left in his arsenal, and 
weapons are selected by flipping 
through the inventory. A robot 
figure indicates the number of lives 
Gen 19 has left, while a lightning 
bolt shows the amount of energy 
left in the batteiy pack, tf this is 
looking particularly low. extra 
energy can be collected around 
the complex to give the heroic 
droid an extra tease of life in the 
battle against the Security droids 
and the schizophrenic Tujad. 



SUMMER SANTA 





Producer: Alpha Omega 

Retail Price: £1 .99 
Author: John Hopper 

Santa's got it all a bit wrong 
this year. Off he goes to 
deliver the Christmas pre- 
sents to all the boys and girls. 
Trudge, trudge trudge. Down all 
the chimneys, into the grates, to 
give the gifts to all good children, 
which is strange because It's the 
middle of summer. And there isn't 
a reindeer in sightl 

Perhaps it's something to do 
with the seasonal mix-up, but poor 
old Father Christmas is encounter- 
ing elf sorts of problems as he does 
his rounds. He must collect the 
presents from the fairy grotto and 
safely deliver the goodies without 
waking up the children. However, 
one of the houses he visits is rather 
odd to say the least. While the kid- 
dies are tucked up snugly in bed, 
the house comes to life, tveryday 
objects like coffee percolators and 
saucepans have taken on a life on 
their own and do their best to ter- 
rorise Santa. China wall ducks are 
suddenly animated and the wine 
cellar 1 hosts all manner of nasty 
spooks who evidently have a pre- f 
di lection for homebrew. 
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Apart from these supernatural 
hassles, there's the more tradi- 
tional problem of trying not to 
wake the wee ones from their 
slumbers. As every boy and girl 
knows, if they wake up while 
Father Christmas is doing his 
yearly round then they won t get 
any presents. Santa, therefore, 



has to creep around the house 
making sure the kiddies stay in the 
land of dreams. However, the 
grown-ups don't goto bed so early 
on Christmas Eve and Daddy's still 
pottering around in the living room, 
probably waiting for the yearly re- 
hash of appalling black and white 
films to come on the television. 
Santa must sneak around him 
making sure he isn't spotted. 

To add to his difficulties, Santa 
isn't terribly well organised this 
year. Without his trusty red nosed 
reindeers to help him. he can only 



Santm comam down the chimney with another 
hope no~&ne sees himl 



goodie. Let's 



carry one present at a lime. So 
after each gift has been safely 
deposited in the correct stocking, 
he has to tramp back to the grotto 
to get the next one. Quite apart 
from that, the various sinister nas- 
ties in the house are far from harm- 
less. If Santa brushes against 
these moving objects then he 
loses a We, He is kindty provided 
with five lives at the start of the 
game r but they are quickly lost as 
he tries to navigate the unfriendly 
welcome from the pet dogs on the 
roof and the rolling footballs in the 
bedroom* 

There is one bonus in Santa s 
favour. He gets to drink an awful 
lot of sherry that people have left 
out for him — the more he drinks 
the more points he gets. Father 
Christmas also gains points for 
every present safely delivered and 
a percentage of the game com- 
pleted is shown at the bottom of 
the screen. There's a demo mode 
to show the player the bare ropes 
of the game, which also provides 
an opportunity to have a sneak 
peak at some of the locations. 



CRITICISM 



m " Oh well, they can't all be 
good, can they? They don't have 
to be as bad as this though! 
Summer Santa? Even the title is 
stupid. The game is even worse) 



CRITICISM 



W* I must confess that I didn't 
expect much from this, after 
swing the owheus logo on the 
loading semen, which brought 
bacfc nightmares of Tne Young 
Or>es. Though not rwarty &* bad 
*s That Game, Tujad isn't the 
most thrilling game I've ever 
come aerow; for one thing, it's 
too easy, with extra men and 
weapons liberally splashed all 
over the place. The graphics are 
prettily animated, but the whole 
quality of the sprites seems to 
lick polish. Owing to its easi- 
ness. I don't think Tujad is par- 
ticularly addictive, despite a 
reasonable level of pi ay ability. 
Not a bad game, but one let 
down a b it by its lack of original- 
ity, and Its rather boring style. " 

• ' ! Tujad is a rest irnprovemen t on 
the last game written by 
MPHEuscTnd definitely worth a 
twiddle at t found the game quite 
attractive at first but after a few 
games it became apparent that 
there wasn't much to it at atL Any 
competent arcade player would 
get far in the game with no tmubte 
at ait. The graphics and animation 
are welt up to scratch md very 
attractive to took at t found that 
the game was just a case of 
rememtyenng where everything 
was: once mapped the game is too 
simple to last long in anyone f s tape 
recorder. " 



Awful, flickery p badly animated, 
clashing f un-proportioned 
graphics, a nervs-wracklng, 
unrythmlc tune, and a total lack 
of play ability and/or addictive 
quaj i ties This game is truly a 
new low in Spectrum software, I 
might have said buy it for a 
laugh, but it's just not funny. 
Donl look out for it. M 



• 1 1 Another typical budget game, 
Funny name, stupid story tine, tots 
of colour &nd an attempt at a tune 
— that just about explains Sum- 
mer Santa. The graphics are too 
large and are made up of charac- 
ters — which means you are con- 
trolling lots of character spaces 
and not the usual block of pixels — 
resulting in appalling error detec- 
tion. The sound Is a very feebie 
effort at trying to make a Christ- 
nias-Uke tune. Summer Santa was 
impossible to play seriously due to 
the possibility of ending up stuck 
In a wall every time you jumped. 
alpha omega seem to have excel- 
led themselves in the art of a 'typi- 
cal 1 budget game and, as a result, 
they've produced a toad of trash. M 



• ' 1 Well it's the middle of summer 
{or so they tell us) and somebody's 
released a game all about the best 
bit of winter, Depressing ain't it? 
This >s a piece of below average 



•" There fesn't really anything here 
that I haven't seen before. Even so. 
all its little qualities have bean put 
together in such a way as to make 
the game, as a whole, very play- 
able . The graph ics are nicely done, 
the characters range from fairly 
large to small and the 
backgrounds interesting but some 
of the use of colour is a little sus- 
pect. The sound is awful —there is 
no tune and only two different 
effects. The game is fun to play for 
a short white but I can see it being 
much too easy to complete. " 



COMMENTS 



Control keys; Q-P up, A-L down. 
Z,X,Cleft,e,N« M.nW SPACE 
change weapons, ENTER pause, 
1-0 fire 

Joystick; Kempston, Cursor 
Keyboaid play: responsive 
Use of colour: pretty 
Graphics : neatly done 
Sound: spot effects 
Skill levels: one 
Screens: 100 Ish 
General rating: Not a bad game, 
but nothing spectacular 



Use of computer 


69% 


Graphics 


80% 


Payability 


79% 


Getting started 
Addictive qualities 


81% 


67% 


Value for money 


64% 


Overall 


69% 



budget software that really 
doesn t appeal to me, The 
graphics are poor, the characters 
are large but too richly coloured so 
there Is lots of colour clash and a 
fair bit of flicker too. The sound is 
truly awful. There are a few poor 
spot effects during the game and a 
terrible tune which plays through- 
out the game. Fortunately, there's 
a sound on/off option so it isn't too 
torturous. On the whole, this game 
is not fun to play so I wouldn't 
really recommend it. M 



COMMENTS 



¥ 



Control keys: redefinable 
Joystick: any 
Keyboard play: average 
Use of colour: poor 
Graphics: uninspired 
Sound: basic 
Skill levels; one 
Screens: lots 

General rating: Well below aver- 
age, even for a budget game 



Use of computer 35% 

Graphics 28% 

PI ay ability 29% 

Getting started 40% 

Addictive qualities 23% 

Value for money 24 % 

Overall 31% 
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ONLY £9.99 POST FREE 
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Producer: Electric Dreams 

Retail Price: £9.99 
Author: Richard Kay 

Cthe Mermaid is in 
, poorg^rl. To make 
_ matters worse the 
object of her infatuation, Gormless 
Gordon, is terrified of her. And who 
wouldn't be? She's a buxom 
wench to say the least. Gordon, on 
the other hand, is a bit of a bean- 
pole who doesrTt know when he's 
on to a good thing. Little does he 
realise that he hasnl enough oxy- 
gen to stay below the surface of 
the water for too long. Only Myrtle 
can save him] 

The game starts at the quayside 
with Myrtle in desperate pursuit. 
Gordon, replete with snorkel, flip- 
pers and all, plunges into the clear 
blue water and is immediately lost 
from sight. But Myrtle is deter- 
mined not to let him escape and 
dives in after him. her two legs 
transmogrified into a fishy tail as 
soon as She hits the briny. 

The water is deceptively inviting, 
Sticks of dynamite which have 
been Ignited r threaten to explode 
at any moment. In addition, 
sharks, swordfish, piranhas, jel- 
lyfish and sundry other seaside 
nasties patrol the waters, taking 
great chunks out of Myrtle's flesh 
whenever she bumps into them. 
Too many encounters and her onty 



life is lost, leaving poor old Gordon 
doomed to die. 

Fortunately, she can continually 
revitalize herself by quaffing the 
bottles of stout thai lie scattered 
on the rocks below the surface. 
These, along with other rterns. are 
part of the cargo of a shipwreck 
impaled on the rocks. The amount 
of energy she has at any particular 
time fs indicated by a stout bottle 
in the top right hand comer of the 
screen. As her energy is spent, the 
velvet black liquid in the bottle gets 
tower and lower. 

Swimming past the shipwreck, 
Myrtle explores an underwater 
maze which appears to have no 
exit. Atong the way, she comes 
across various items which she 
may find useful such as anchors, a 
tyre and a lamp. If she picks up the 
lamp, she can see her way through 
the murky caverns where her 
lovely Gordon might be lurking. 

A pulsating heart, at the top of 
the screen, begins to pulsate all 
the more when she gets closer to 
him. Should she fail rn her misskin, 
then the heart, not surprisingly, 
breaks in two and crumble into 
dust. But if Myrtle does get dose 
to her beloved, this does not 
always mean she can rescue him. 
At times, the rocks cao form an 
effective barrier 

In her search, Myrtle discovers 
an underwater city, a tet Atlantis, 
with its statues of strange Gods, 



Myrtle fw toe j to Gomitei* Gvrdon but can stiff get to him? ft 
only mhe hadn't eaten so mueh candy. . . . 




the awesome remnants of a lost 
civilisation. But she cannot tarry 
there too long for the pointer on 
the meter, also at the top of the 
screen, is slowly moving. If it 
should reach the red zone, then all 
is lost. Fortunatety, there are a 
number of air bottles scattered 
about which Myrtie can take to her 
loved one. 

This game is a race against time 
with only Cupid and stout on your 
side, Can you avoid the numerous 
nasties and get to the luckless 
Gordon before his air supply runs 
out ? Let's hope you're a good 
swimmer! 



CRITICISM 



• " The instructions for Mer- 
maid Madness are fab: very witty 
and jolly, and informative, too, 
The game Isn't quite as good. 
The graphics are very big, and 
Myrtle's boobs are a good 
example of the animation. Col- 
our is a bit over-extravagant, 
because, though it makes the 
game more attractive, initially, 
the sprites soon start clashing, 
and that spoils the whole effect. 
The storyline is good and the 




game is fun to play; but though 
it's addictive, I can't help think- 
ing that soft design could have 
done a tittle better with this 
one, ** 

9 11 Crikey! What a strange game 
we have here. The whole of the sea 
bottom is beautifully covered with 
lots of fishy nasties. The charac- 
ters are ait very large and wen 
detailed — especially Myrtle, who 
is extremely weli-adomed. 
Although the presentation is very 
good r I found that some charac- 
ters suffered from a terrible flicker. 
Quite often I found that the whole 
game crashed if I turned up in the 
wrong part of the scenery when 
changing screens. Mermaid Mad- 
ness is lots of fun, but unless you 
can make that breakthrough in the 
game then t T m afraid you may be 
disappointed. 

• M The only really appeal! nothing 
about this game is Mark Eyles ' 

intro on the cover of the game: 
even/thing else is trite. The 
gameplay is slow and boring and 

Sour energy goes very quickly so 
igh scores are quite hard to get. 
The graphics are poor and there 
are many attribute problems which 
really start to get on your nerves. 
The characters are large, unde- 
tailed and gansh in colour, and the 
backgrounds are uninteresting. 
The sound is also below average 
—there are some spot effects dur- 
ing the game and a trashy tune on 
the title screen, I cant really 
recommend this one as it is, on the 
wherfe, poorly finished. 11 



COMMENTS 



r 



Control keys: A left r S right, FULL 
STOP down, SPACE collect or 
drop objects, drink bottles of stout 
Joystick: Kempston 
Keyboard play: fairly responsive 
Use of colour colourful but attri- 
bute clashes and flicker 
Graphics: large 
Sound: below average 
Skill revels: one 
Screens; 30 

General rating: A colourful game 
with a jolly story but not very 
polished 



Use of computer 


62% 


Graphics 


68% 


Payability 


65% 


Getting started 


65% j 


Addictive qualities 


66% 


Value for money 


41% 


Overall 


66% 
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uli vtK f Khi FOSTERS FOR 

YOUR WALL! 




A superb series of famous covers by 
Oliver Frey can be yours in poster form. 
Printed on one side in glowing colour, 
they each measure a giant 80 x 57 cen- 
timetres (about eight magazine pages) 
and come carefully rolled up in a postal 
tube (useful for all sorts of things) at a 
mere £2,50 each {p&p and VAT inclusive). 
But if you order all four then you get them 
foronly £7.50— four fertile priceolthreel 






All POSTERS 
£2.50 EACH Mm 

Limits "teque or n,^ r . ' 



Limited ' '"^""IWM^' . 

Name S uafcl ^ item 

I Morse, — 
* ; T - 

*!t>tu.^ «^ t fr ' " JJ " 

Postcode 




D*Y< 



SCMMpMMHOO ^Mlj 






MomctMl Mamnt (B*nwnfW pr*p*re* to Imnf on an* *** 

Br mm*n _ 
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N*A*M*b T*E D*A*N II 



OR BLITZEN AND THE ISLANDS OF ARCANUM 




fr Blftzen is back with a ven- 
geance! He has set up his 
headquarters in a group of 
eight islands — The Islands of 
Arcanum — and once again, he 
has laid dastardly plans for world 
domination. His latest idea is to 
destroy the youth of the world by 




planting subliminal sound waves in 
pop records, Unaware of the 
deadly threat Dr Bfitzen poses, 
teenagers listen to their favourite 
stare on vinyl, unaware of the 
threat they pose! As the pop fans 





" I really hated Dynamite 
Dan so I was a tittle dubious 
when I was given the 
sequel to review, Happily, 
this is a completely diffe- 
rent game from fits 'parent*. 
The first thing that you 
notice are the bri litem: 
sound effects and lunettes 
— the game Is crammed 
with them. Playing the 
game Is surprisingly easy, 
bo you get a sense of 
achievement which spurs 
you on. The graphics are 
excellent; the characters 
are large and well animated 
and the backgrounds are 
colourful and full of detail. 1 
really enjoyed paying Dyna- 
mite Dan II, as It is very play- 
able and addictive. I 
strongly recommend it to 
everyone. 11 



listen their minds are Gradually 
destroyed, and soon Dr Bfrtzen wiff 
be in control, 

Luckily, Dynamite Dan is on 
hand to confront his old enemy 
and save the world. His main task 
is to locate Blitzen's secret hide- 
out, find the record pressing plant 
where the mind-sapping singles- 
are made, and destroy it. All eight 
Islands that make up Arcanum 
have to be explored before the 
password that gives access to the 
pressing plant can be assembled. 
A record and a jukebox has been 
placed on each island, and when 
the record has been found, playing 
it on the jukebox reveals part or the 
code* Then it's time to refuel the 
airship and move on to the netf 
island. 

The first island Is a maze-like 
network of pipes, ladders and iron 
girders, all brightly coloured* Dan 
climbs up and down the ladders or 
leaps off girders iff the search for 
the record and the jukebox, which 
have to be found as quickly as pos - 
sible. Yes, a platform game in 
the mould of the original . . . 

Of course, nothing is ever as 
easy as it sounds. As you make 
your way round each island then? 
are hosts of nasties out to get In 
your way. Some are robotic, others 
rnonster-iike> others spectral. 
Each of them moves in a different 



way and at a different speed. You 
m ust either jump over them or sim- 
ply avoid them — whichever is 
easiest. They all sap energy on 
contact, and a bar at the bottom of 
the screen shows Dan's energy 
level. Some nasties have a small 
dose of kleptomania and rob Dan 
of the useful objects that he has 
collected, White sprites steal 
bombs, white magenta nasties 
steal fuel which comes in magenta 
cans. 

Then, of course, there's the 
deadly Dr Blrtzen himself who is is 
keen to zap Dan at every opportun- 
ity with his mesmeric psychon ray 
gun. A touch of this and you have 




" Hey, Dan la just soooc 
cool, he really Is!; happlty 
scampering around these 
meanie infested islands 
without flinching. This is a 
very worthy successor to 
the original ga me, and actu- 
ally improves on a lot of the 
features. No longer do 
Dan's lives disappear at a 
high rate of knots — this 
time an energy bar 
replaces the fives system 
and it can be topped up. A 
great game which will 
appeal to fans of the origi- 
nal and to newcomers 
alike. " 



difficulty controlling Dan — so 
beware! Dr Blitzen looks every bit 
the mad prof essor with long wispy 
hair and dark sun glasses to hide 
his eyes. He dashes about on his 
mini-hovercraft, blasting away 
with this MP ray gun. 

Your score so far is shown at the 
foot of the screen, along with the 
objects Dan has collected on his 
travels. Look out for bowls of fruit, 
oversized cherries and grapes, 
and cups of tea— they all revitalise 
the energy bar when Dan walfcs 
over them. Bombs are scattered 
around the islands, and those can 
be used to blast your way through 
barriers, giving access to different 
parts of the landscape. A set of 
large red- rimmed goggles protect 
Dan from the mesmeric powers of 
the evil Blitzen's ray gun. and cans 
of fuel must be collected to refuel 
the blimp so Dan can escape to 
another island, There are mystery 
objects on the islands, whldi dis- 
appear from the game when the 
blimp takes off ... so find them 
before leaving! Each island con- 
tains a secret passageway though 



L 



11 DDII certainly is one of the 
most polished arcade 
adventures around at the 
moment. It contains nearly 
everything that you should 
expect to find in such a 
game, with colourful and 
neatry drawn graphics — 
and minimal colour clash. 
The game plays some nice 
tunes, not alt of them sound 
very convincing, but the 
beeps are very cleverly 
arranged. Lots of thinking 
and planning out of routes 
is required. All the charac- 
ters are very individual fn 
their movements which 
results In a very addictive 
and playable game, DDtl is 
fun to play — a great follow 
up, and superb value for 
money. " 



access to it depends on having the 
appropriate object. Be careful, 
however, not to tail into >he sea 
You might not float! 

Once you've collected the eight 
elements of the password and 
gained access to the pressing 
plant, it's time to plant a bomb and 
beat a hasty retreat — Dan has 
three minutes to get back to the 
airship. But it's a long journey and 
Dynamite has only one life. The 
Mure of pop music, never rrwnd 
the mentaJ health of mankind. Is in 
your hands. 



COMMENTS! 

Control keys: A, D, G. J, L 

left, S. F, H, K, ENTER right, W> 
R, Y, I down. Bottom Row up/ 
jump 

Joystick: Kempston, Cursor, 
Interface 2 

Keyboard play: responsive 
Use of co tour; very bright 
and cheerful 

Gra phics: fun and detailed 
Sound: excellent tunes and 
effects 

Skill leveis: one 
Screens: 200 
General rating: A very 
worthy successor to Dyna- 
mite Dan Jl 

Use of computer 93 % 
Graphics 93% 
Play ability 94% 
Getting started 91% 
Addictive qualities 93% 
Va In© for m o ney 92 % 
Overall 93% 
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XARQ 



Producer: Electric Dreams 

Retail Price: £9 99 

Author: Simon Dunstan and 

Nick Cook 

The planet Xarqon consists 
entirely of seas and oceans 
with no natural land masses 
at all. Many years ago the United 
Planets Co-operative set up a pro- 
ject known as the Self Build Ba^e. 
Ttie object of this project was to 
build artificial land masses in the 
oceans of Xarqon in order to make 
the planet a profitable acquisition. 

However, after thirty years of 
successful operation the land 
mess called Xarq has developed a 
serious fault. Why this has hap- 
pened, no-one knows, but has 
switched itself into automatic: 
Cleansing Mode. Power in the 
Central Reactor is gradually being 
built up. As the levels get omin- 
ously high, the authorities realise 
the energy is being stored up in 
preparation for Planet Cleansing 
during which the whole of the sur- 
face of Xarqon will be burnt to a 
cf isp and generally scoured to the 
core. 

Naturally, the United Planets 
Co-operative is getting a bit 
panicky about this impending dis- 
aster, as over thirty years of Con- 
struction and research hangs in 
the balance, if Xarq is successful 
in its spring cleaning campaign, 
the whole project will have to be 
started from scratch — if there is 
any planet left to play with. You 
have been selected to stop Xarq 



destroying rtself. Armed with an 
impressive array of weapons you 
begin to journey towards Xarq on 
a Nik Nik Hi-Speed Hydraboat . . . 

The object of your mission is not 
an easy one. You must penetrate 
the Xarq complex so that you can 
actually drive your Hydraboat 
inside. This is possible only by 
accurate blasting of the lock 
gates, which results in the flooding 
of the Zimmerman Trenches 
located around the Central Reac- 
tor and allows you to use your 
Hydraboat. Once the trenches 
have been flooded you can begin 
to plan how you are going to 
destroy the reactor and stop the 
destruction of the planet. 

Xarq is fully committed to the 
Cleansing Mode and is a bit miffed 
that someone is trying to thwart its 
efforts. All Security Defence sys- 
tems have been fully operated, 
and Xarq itself does all it can to 
thwart your mission., Your Hyd- 
raboat has been equipped with a 
simple but effective laser which is 
ideal for blasting some of the smal- 
ler problems in the game, bui for 
some of the more persistent nas- 
ties you may need to use your 
guided missiles or the mortars. 
Depth charges have been 
supplied to help fend off maraud- 
ing submarines which lurk m the 
murky depths waiting to attack 
from below. Submarines can be 
located by their distinctive bleeps 
on the sonar scanner 

A chart at the bottom of the 
screen keeps track of your status' 
damage to the hull, engines and 
protective shields Is recorded on 
bar readouts, and the stock of 
weapons and fuel in the hydraboat 
is also shown. The water depth bar 
is also handy Naturally, your mis- 



Zooming atong hemi&'e the land mas * — can you slop the foorxy 
compleM from destroying itseif? 




Another view of the interface between the rogue tandmass 
an<J the water pianat surface of Xarqon 



sion fails if status levels get too 
low. 

The Hydraboat is capable of 
reaching great speeds and has 
been designed to be highly man- 
oeuverable. With one key you can 
select the direction in which you 
want to travel; then, by using the 
acceleration or deceleration key 
the desired speed can be 
achieved. Beacons are dotted 
around Xarq and can be recog- 
nised by their colour- blue and 
white beacons are pumping sta- 
tions; green and black beacons 
are laser field generators while 
purple and black beacons reveal 
power fields, capable of generat- 
ing currents of a million Tesla. 



CRITICISM 



f 



• 11 What a daft name for a 
game! The game itself isn't any 
more sensible. The first thing 
that entered my head when I saw 
ft was Panzadrome. Playing 
doesn't disperse the idea, 
either. I reckon this game is an 
aquatic, overpriced rip off of 
another enjoyable game. I can't 
say I like this much at all. The 
graphics are pretty awful (ff I 
remember rightly K that was Pan- 
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zadrome's main drawback), but 
the game isn't playable, and 
therefore, unaddictive. Not one 
I'd recommend p not even to big 
fans of the game that it is an 
expens i ve and poor copy of. " 

• ' 1 After reading the inlay for this 
game I was enthralled by (he plot 
seemed — on to$tdmg t however, 
my hopes were shattered. Xarq 
looks a little like ham jam h s Panzad- 
rome but it plays much faster and 
is a lot more difftcuft to get into. 
The graphics are small but welt 
detailed and the characters race 
around the screen very fast with- 
out jerking or flickering. The sound 
is fair: there is no tune but there are 
some reasonable spot effects dur- 
ing the game. The thing that I rosily 
don f ttke about KARQis that you 
have to play it very fast in order to 
dodge any missiles tha t may he on 
your tail, This makes the game very 
unplayable and hard to follow " 

• 11 I immediately thought of Pan- 
zadrome when I saw Xarq. but 
such thoughts disappeared once I 
started playing, The graphics are 
very detailed and colour Is used to 
its full effect in a mainly monoc- 
hromatic play area. The explo- 
sions that take place when you're 
hit are very life-like and extremely 
well animated with accompanying 
sound effects. I found Xarq had a 
nice exterior but was far too hard 
to play — which made me think I 
was missing CHit on a good game. 
Only graphically a Panzadrome 
hp-off. but the rest of rt is very sim- 
ple. " 



COMMENTS 



I 



Control keys: Q accelerate, A 
decelerate, Z rotate teft, X rotate 
right, C fire, p pause 
Joystick: Kempston 
Keyboard play: too responsive! 
Use of colour: adequate 
Graphics: small and detailed 
Sound: simplistic 
Skill levels: one 

Screens: lots, according to elec- 
tric DREAMS 1 

General rating: A supercharged 
Panzadrome that's bit too fast to 
be playable 



Use of computer 


61% 


Graphics 


66% 


Payability 


54% 


Getting started 


59% 


Addictive qualities 


60% 


Value for money 


50% 


Overall 


59% 
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AT LAST YOU CAN REALLY FLY! 



'.I 

cascade 



CASCADE GAMES IID, 
HARROGATE, HGrSBG, 
ENGLAND. 



"I JUST COULDN'T BELIEVE HOW MUCH THERE WAS IN IT" 

"ACE IS ONE OF THE BEST SIMULATORS I HAVE EVER PLAYED" m 

"THERE ARE FLIGHT SIMULATORS AND THERE ARE FLIGHT 
SIMULATORS - AND THEN THERE'S ACE" 



RAF Pi LOT 



COMPUTER AND VIDEOGAMES 



Sci**Hh shdti care tofctfl From fhe & 64 v*nign 




TOP 30 FOR SEPTEMBEt 




6 ( 8) MATCH DAY Ocean 

; Ffrebii 
8f 6) M.O.VJ.E. Imagine 
9f 5) GREEN BERET Imagin 

lO^TOInHEMPPER 



remiin urapntcs 




LLBOUND Mastertronic 

12 (13) PING PONG Imagine 

■■■■ 

14 (—) LORDS O F MIDNIGHT Beyond 

EAVYON THE MAGICK Gargoyle Games 
1 6 ^^CYBERUN Ultimate 
7 CTSTARQUAKE Bubble Bus 

18 (18) KNIGHTTYME Mastert ronic 

19 (24) PENTAGRAM Ultimate 

20 (—) BOBBY BEARING The Edge 






(bourne House 

22 ^7;GUNFRIGHT Ultimate 



24 ^TOMAHAWK Digital Integration 
^^^^■riGER Gremlin Graphi< 

26 flQI BOUNDER Gremlin G raphics 
■■■^RBO ESPRfT Duref^ 

28 (23) BACK TO SKOOL Microsphere 

^spyvssp 



30 (28) HYPERSPORTS Imagine 




Another AAjnrt Aggie special jitfybag will soon be winging its way through the postal system. No wind up — the winners name is Billy Winder and 
he lives in Chelmsford, so if you're a friend of Billy's and fancy a play of some new software, now is the time \o pop around and visit him. No 
sharing your exclusive CRASH Hats and T Shirts though, or we'll be sending a deadly pair of Doc Martens around to see; Tony Meadwell of 
Bedford; Asad Malik who's a Yorkshireman; Lee Peleteiro who despite the Mediterranean sounding name lives on the temperate shores of 
Morecambe and Brian Heath, who lives just beyond Ludlow's gate to the Welsh marshes in Gwent? 



Hie CRASH HOTLINE AND ADVENTURE CHART is Britain's 
most important popularity chart — for Spectrum Software, 
art least, The chart depends entirely on your support end we 
need your votes in order to produce the analysis of who's 
playing what. 

Nowadays, there's only ONE WAY to submit your votes— 
and that's by post. Towards the back of the magazine. 



lurking very close to the competition results bit, you'll find a 
couple of coupons that you can use to send us your votes. If 
you're really unkeen on cutting up your magazine, you could 
always use a photocopy, or copy out the details on the forms 
onto a plain piece of paper. 

Whatever you do, get those voting forms in. Every month 
we draw out a total of ten winning forms after the charts , 
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ADVENTURE TOP 30 CHART 





bourn* 
have 



If/ 



1 (12) HEAVY ON THE MAGICK Gi 

3( 1) LORD OFTHE RINGS Melbourne House 

fiWRUGHTThe Edge 
)uWe!eT^ 
40BBIT Melbourne 



;entury/Hutchinson 




11 DOOM DARK'S REVENGE Beyond 

12 (16) BORED OFTHE RINGS Silverso ft 

13 ( 7} SWORDS AND SORCERY PSS 

14 ( 9) MARSPQRT Gargoyle Games 

15 (11) DUN DARACH Gargoyle Gam 

16 (10) GREMUNS Adventure International 





Caroline Middleton of Sheffield will soon be glued to her Spectrum screen as she plays with this month's forty pounds worth of super software. 
CRASH Hats and designer T Shirts, as worn by Captain Kidd himself, will be lovingly stuffed into jiffybags and sent to the four lucky runners up 
in this issue's Hotline draw: Jason Bart left of Alton- Graham Pugh of Cardiff; Richard Dainty of Wigan and finally, proving that CRASH has a still 
growing number of female readers, Pamela Sellick of Abingdon . Well done to you all . . . and don't forget to send in your votes for next month's 
chart when you could find YOUR name adorning these hallowed pages. 



have been compiled, five for each chart, and prizes go 
whining off to the lucky senders of those forms. The first 
form out of the sack of Hotline votes, like the first one to 
come out of the Adventure voting box, wins its sender £40 
worth of software of his or her choice. And a CRASH T Shirt, 
of course. 



ft 



The next four voting slips for each chart, that's eight voters 
in all, win a T Shirt and Cap. Don't miss out on your chance to 
win all these goodies for the cost of a 1 7p stamp and the time 
it takes to put pen and your opinions to paper. CRASH 
HOTLINE and CRASH ADVENTURE TRAIL are what we call 
the giant boxes that your votes go into, and they can be 
readied via PQ BOX 10, LUDLOW, SHROPSHIRE, SYS 1DB. 
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WIN A PIRANHA SURVIVAL 

A Host Of Fishy Goodies On 
Offer*. 



A Minions life is not a happy one 
(as you shourd all know by now). 
And i thought last month was bad! 
This month, that nasty CRASH 
team have been subjecting me to 
the usual abuse. There I was , mi nd - 
ino my own business, wtwi Han- 



me. Before I kn 
was dunked In 
(hence Ludlow) 
Kavr la finht off 



Tony 
foot 
km ■'- 



"jg to 



laid ther 



^ou seel 
said as 
laced his 



iped 



Bui the indignity didn't end 
there. No sooner had they got 
back to CRASH Towers, than the 
Terrible Trio were onto me again. 
This time I hey were a bit more sub- 
tle. I thought at first tt was some- 
thing to do with the Ed's Albanian 
cigarettes (essence of dead dog s 
entrails) which are currently the 
talk (and pong) of Newsfleld. Dis- 
gusting habit, smoking. Then I pre- 
sumad it was girlie perfume of the 
highest odour. But 1 was wrong on 
both counts. Plungcng my worn 
minion's hands into the depths of 
my pockets, I pulled out five pun- 
gent minnows Whet beats rne is 
that they wtire still alive! Tough 
things, these fish. 

Wr" all these fishy goings on 
leads m& on to those fishmongers 
from piranha, who sre offering lots 
of aquatic gcKid 
imaginative ami 
PRKE is a pirai 



—just wnat i nee 

PIRANHA kW&Lil 'J i 



for ihe more 
you. FIRST 
survival pack 
"lis Includes a 



Get out your crayons, aerosol 




Ural nasty CRASH triad- 
Send your entries to STUFFED 
PIRANHAS, CRASH TOWERS, PO 
BOX 10, LUDLOW. SHROPSHIRE 
SYB1DQ If you value mv fife make 



gerrof — I didn't 
REEEEE! 



Rag 

Cob 



pi an ha games 
st: NosfemtUt 
Strike Force 
id The Colour 



ln-im fcr 



of Magic , And I here's more * ? 

Five SECOND PRIZEs of a tee 
shirt, a cuddly piranha and the 
game of your ch 
already listed. And for 
RUNNERS UR there'll 
piranha and a game, ( 
above, of vour choice, 
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"GAMES AT THE 

SPEED OF LIGHT". 

A NEW GAMES LABEL FOR AUTUMN '86 



PURE, ORIGINAL ARCADE ACTION 
FEATURING THE INCREDIBLE.... 




A VAIL ABLE FOR ALL MAJOR FORMA TS 





R 



IP ptiplkj 111 ]fflim 



13 
ig 

13 

m 
m 
is 

13 

|S Screen shots from 
jpj arcade version -home 
I Ifil micro versions may differ. 




The smash mit follow up to 

leArKung-Fu' 

13 

m 

IS Spectrum 
H Commodore 64 
13 and 
|j Amstrad versions 
j| coming soon. 

13 Our hero has finally 
13 mastered the secret 
[3 martial art "CHIN'S 
10 SHAO-LIN" but is trapped 
[g by triad gangs. With kicks 
|g and other secret powers, 
[CJ escape from and travel 
jg SHAG-LIN'S road to 
ibt freedom! 

Published under licence by The Edge, 36/38 Southampton Street, London WC2. 
Tel: (01) 831 1801 TX: 892379. 



Strang* times indeed. Sitting here rn early August, sorting through 
your letters as I begin work on another FORUM, the snow is gently 
failing on Ludlow? Perhaps the un seasonal weather has something 
to do with the Russian nuclear disaster, . . . Somehow I doubt we'll 
all he sunbathing on Christmas Day! I realty should remember to 
pack a rain cape in the saddlebag of my bicycle, no matter what time 
of year it is. 

Anyway, on with the FORUM this month — space is short enough 
as it is, owing to a slight holiday recess, and I've got to persuade the 
Doc Martened One not to insist J attend the PCW Show , , , 



MANGRAMANAGRAM 



Dear Lkjyd Mangram 
I've sussed you Mangram, I was 
deep in thought counting compu- 
ter games tapes jumping into cas- 
sette recorders, and I had just 
reached Make A expand was tfery 
nearly asleep. It hit me like a bullet 
from John Marsh's gun, Mangram 
had always been a misprint it was 
really aangr&rn, an anagram of 
anagram. 

Now 1 , I thought, 'to find an 



anagram of LUQYD! I found it 
Ollyd! The d bit standing for van 
hence Ottyvat You are Oliver Fray. 
As for the spelling it's the proof 
readers fault. So Lloyd, you and 
Oliver are the same person. 
Admit ill 

Francis Irving, Cheadla, Che- 
shire 



Alwyas been a misprint indeed! 



LM 



128k BLUES 

Dear Lloyd 

M am a 128K Spectrum owner and, 
1 like many others sold my 48K 
Spectrum to buy it. Flight now I arn 
feeling qurle depressed about my 
computer, as about a week after I 
bough t it the price was slashed by 
forty pounds! Also adding lo my 
dilemma is the fact that Alan Sugar 
is going to launch a new 126K 
Spectrum, which could make me ! 
lose all hope in what \ have just , 
bought, so much so that if Aian 
Sugar's new 123K Spectrum does 
hit off with the people, I will 
definitely be selling my 12BK Spec- 
trum to buy the new one. Either I 
will do that' or the 126K Spectrum 
picks itself up, in quality of games 
and in popularity. But for the 
moment I'm afraid the chances are 
1 will be selling my computer, as 
time rs running out for Sir Clive's 
machine. 

Lee Sayers, Sunderland 

Whtch all goes to prove that our 
esteemed Editor was offering con- 
structive advice in that editorial of 
hts which attracted some criticism. 
Had you hong on in there a little 
longer, you would have saved 
some money! (Can t have thai pay 
rise now, please Graeme?} 

Don't worry about Alan Sugar's 
new 128 — iff will be compatible* 
with your machine and could weft 
provide auch a boost to the 128 
Spectrum world that companies 
actually start writing games for 
J28K Spectrum*. Vbu shouldn't 
have to sell your pride and joy Lee. 

LM 



STAR LETTER XL M 

* * * 

CRITICAL LITANY 

DearUoyd w 
Just this minute read your letters, 
so I thought I'd comment on a few 
points while they're still fresh in my 
rnind. 

1) The ultimate Pentagram Shock 
Horror controversy. Another 
sucker bites the dust on your let- 
ters page. 5 Valente should have 
known better than to write in like 
that, surety he must have known 
what the response would be. But 
with regard to 3D rotation games. I 
Ihink they really have gone on for 
long enough. When T first saw 
Knight Lore, I thought it was excel- 
lent, but a month later I was sick 
and fed up of it. Now, with the 
plethora of this type of game, I get 
bored of them in about three days. 
I mean Alien 8, MOVIE. Night- 
shade, Batman, Attack of the Kilter 
Tomatoes. Gunfrightad nauseum. 

I can't understand how people's 
attention can be held for so long 
by th is one type of game. 

The same problem occurs with 
every new type of game {eg the 
Gyroscope Marble Madness craze 
which I predict is just about to 
finish, and the karate games) but it 
does not go on for as long as the 
3D walkabout game has. Its 
interesting to note how when a 
fighting game comes out now, the 
reviewers first response is Oh no, 
not another fighting game, yet this 
does not seem to happen with the 
3D style games. Surely 3D games 
cannot survive much longer . . . 

2) Sexism in computing. This is fast 
becoming a popular topic. The 
sexist problem stems from the 
enormous majority of males in the 



computing business and anything 
else to do with computers, ft is not 
helped by individuals such as Mr 
Schofield. No doubt issue 32 's let- 
ter column will be }am -packed with 
hordes of outraged bra-burners 
demanding Mr Scbofield be 
burned at the stake. 

Rote-piaying suffers from the 
same problem of gendor. WHITE 
DWARF's lettered has the occa- 
sional slanging match about por- 
trayal of women as helpless on the 
covers, as they are usually seen 
being carried off by a beasty or 
I protected by a Conan lookaiike. 
On the other hand, you never 
see letters from males in knitting 
magazines moaning about lack of 
attention (or perhaps you do, I 
can't say I've looked). Anyway, 
I both computing and role-playing 
■ are hobbies which are likely to 

■ remain male-dominated, so 
there's not a lot can be done about 

I the problem, 
3) Minson. Vou asked for com- 
- ments, and I'm afraid I must agree 
| with Mr Evans. Mr Minson's arth 
cles have become totally predicta- 
| ble, a few free lunches, Mr Minson 
gets drunk, and wanders to 
another free lunch with a hangover 
to get drunk again etc. Mr Minson 
also takes great delight in sniping 
at other journalists and making 
fc witty' comments on the food at 
his free lunches (they probably just 
invite him to get nd of the left- 
overs). Get rid of him, and expand 
the excellent PBM section, 

ReteTamlyn's (that guy sure gets 
around) article comparing adven- 
tures, gamebooks and RPG's was 
interesting and objective, some- 
thing which the opinionated offer- 
ings on this subject in the adven- 
ture trail most definitely are not. 

Anyway, after a mammoth effort 
of writing almost a page of con- 



structive criticism HI finish off with 
some gratuitous slanging: Melissa 
Ravenf lame is a coward and a sex- 
ual stereotype of the worst kind. 
Go get her Hannah (great cover by 
the way, though I just bet there 1 !! be 
complaints, eg "Immediately after 
seeing CRASH my son went out 
and was smothered to death whilst 
trying to mud wrestle an alien 

Knl la"), 
hip Cog gins, Oldswinford, 
West Midlands * * * * 

| An interesting set of views Philip. 

Some peopte argue that there ana 
| oniy four or five basic types of 
computer game and that every- 
I thing is either a variation on a 
theme or a combination of a 
I couple of themes. It's not that sur- 
B prising that there have been lots of 
I 3D games — a tot of them clones 
1 admittedly, but some, like Batman, 
I add a little more to the genre. As 
I I've said before, it's not what you 
do with an artistic form, it's how 
you exploit it. 

Sexism in the computer games 
world is no doubt a product of the 
domination of sexist males in the 
field — which doesn't mean that 
women should be excluded or 
referred to as bra burners 1 if they 
occasionally make a voice o f com- 
plaint heard. 

Quite a few people have written 
fn on the subject of Mr Minson's 
column, and it seems people 
either love him or hate him — so 
far f opinion seems split about 50/ 
50. More letters on that particular 
subject next month. 

Anyway, as a reward for your 
long epistle of constructive criti- 
cism I have decided to award you 
this months £20 of software. Try 
not to ask Aunt Aggie for a knitting 
program! 
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LOOKING BACK MANGER* 



Dear Uoyd 

As a computer veteran' [is aged | 
over 18) who spends half his life 
standing in the dole queue, it has 
become increasingly apparent to 
me that the software industry 
though still entertaining, has lost 
some of its attractiveness and 
freshness. The businessmen 
behind the business are 'progres- 
sing' into bureaucrats who speak i 
of 'net profits, units of sale, mar- ) 
keting techniques and prospective 
themes' rather than "play our 
games you 1 1 1 enjoy them! 1 

What Tun getting at is that the 
Innocence seems to have evapo- 
rated from this once fun field; 
Either that, or someone has fabri- 
cated a well-constructed but now 
crumbling facade. 
I accept that there has to be a bus- 
iness side to any industry but I'm 
talking about software marketing 
not car sales or insurance policies 
The attitude of shoving the pro- 
duct via advertising down the pub- 
lic's throat (even if we never see it) 
is typified by one of the true giants 
of the now -cynical software busi- 
ness: some companies persist in 
advertising products for ages 
before their release and t he games 
may be getting more polished 
while we wait but at the same time, 
th&y get tarnished. Do you get the 
feeling their heart is not in enter- 



taining but in making money? 

I don't know whether it is me that 
has mixed priorities or someone 
else . . . Contrasting ly, people like 
gargoyle games impress me with 
thdr fresh approach; they seem to 
hold a determination as wet! as an 
ability to enjoy themselves and 
make money. Perhaps previously I 
was so naive and had so many 
expectations that I was blinded by 
the more attractive side of the then 
booming computer industry, 

As more and more small com- 
panies vanish over the precipice 
into bankruptcy so larger com- 
panies consisting of board -rooms 
and directors swallow each other 
up ... No I'm not some miserable 
old sod who despises people who 
are richer than myself, but I 
thought computers were sup- 
posed to be FUN not about 
capitalising nor opportunism to 
such a degree, 

1982 was a year for entrep- 
reneurs, sadly 1986 is a year for 
business-men and chartered 
accountants. In those days (st- 
rai n s of Hovis theme-tune can now 
be heard} a game was considered 
a bad cteal at E3-95 and it probably 
was, now £9.95 is accepted as the 
noun . , , inflation? Or have 
people's wallets fattened? Mine 
hasn't. Believe it or not I'm not 
really nostalgic, well only a little. 




FREELANCE 
PROGRAMMERS 

A verv sm^iv fiufliDrr W 1ST OAK Free-LartCe Programmer* are 
•sought co mn* a &\mtXf of pretitioe titles to tx putttsrwci 
fSEOMirjf rjv F-lit* wiring to*. 

if tfcw Ytasri ig Ji^'jflttn with tr*- pawcatian of sorrw of 
trie major ntles of rfie new twe i-rf rwrhs * m C*1 atmc^trstp 
JT^ponsldllitv for arc least rnt TQP -FLIGHT puOtKhefi wjrt , wff would 
i*pto talfctD you 

A Roviaitv or Comracc pavmern svSTCnv^rir.ivJilubta 

itj »4n i ritual piiftoT t^BFre€vianceft3fre behind oth? onhe 
-rnc^r. avfumic t^rftware «kwvt? irt europ* TTira a your crwrse to tK 



parttfjMnullEBam 
f«Jor reifiasftj inaualrug 



with tTtff Company rmfPonitoJ? fry 



AirwolJ, Rank Bruno's Boning, Cornmando, Paperboy. 

wftmh h now planning for worxtwid* growth in twri 

CaB Steve WHcoa^w for a txthntmirt dfexsyoo on 
WTIK quiCttYtO: 



AnCIW HQ*m. MKtMX AWIriOQU. 

Waisart SPW Wesc M+alafA 




Brian GWespi, Old Kil pa trick, 
Dunbartonshire 

Nostalgia, like the game marked 
aint what it used to be Vfcs, / agree 
that much of the raw fun element 
and energy has gone out of com- 
puter gaming nowadays, and it is 
perhaps sad that targe businesses 
have moved into the market 

But the arrival of professional 
businesses has had a number at 
positive effects too r Brian. The 
shady deals of past years have 
been rendered almost extinct — 
people wit! always moan about 
poor product though, and that's 
not actually a ripoff, more a case 
of Caveat Emptor as my mother 
used to remind me before I spent 
my pocket money 

In the days when games were 
sold for under a fiver from the prog- 
rammer's front room T distributors 
and retailers didn't have to be paid 
and advertising budgets were min- 
imal. Without advertising, signifi- 
cant sales of a product — be it a 
computer game or a fridge — can r t 
be achieved and without signifi- 
cant sates there's not enough profit 
feft to invest in development work. 

You must agree that the techni- 
c&i sophistication and game con- 
tent of Spectrum software has 
risen dramatically since 1982 , and 
I doubt you l d stiit be impressed 
with a £3.95 game today that 
offered 1982 graphics and paya- 
bility. 

The next correspondents have 
something to add about the adver- 
tising debate , , , 

LrVf 



ADVERTS WITHOUT 
SUBSTANCE 

Dear Uoyd 

\ am writing to complain about the 
advertising ol software in 
magazines. It's not that I think 
there are too many adverts, it's the 
software companies who have 
millions i 1 ) of adverts ali over the 
place, to promote games that 
don't exist. 

I think that software companies 
should not be allowed to advertise 
a pame before it is released in (he 
she ps . DOMAfiK rn ana^ed to do t his 
with their game, Splitting images 
and the game is still set to be a hit, 
so it do mark can do it why can't 

OCEAN, ELITE and US GOLD 9 

Simon Mac hell r Waliasey, Morse- 
yside 



LOST BUS FARES 

Dear Lloyd 

I know this subject has been in 
FORUM many a time before but I 
have had enough with software 
houses always advertising their 
games but when you go down 
town and go to a good computer 
Store and ask for a gamg they 
always say it has not even been 
published yet! Please, please print 
advertisements with at least a date 
Of release or I am going to keep 
losing 24p on bus fare. 
Clive Stonebridge, Ipswich, Suf- 
folk 



Very valid points, dive and Simon. 
Some white ago Roger Bennet our 
Advertising Supremo, wrote to all 
the software houses who buy 
pages in CRASH asking them to 
refrain from putting "Available 
Now' on their adverts if the game 
was not in the shops. 

The trouble is. fast minute delays 
often creep in, and given that com- 
panies have to let us have their 
advertising copy at least a month 
before their ad is printed In 
CRASH, all sorts of things can go 
wrong with an advertised game's 
launch schedule whife CRASH is 
being printed 

Advertisements are expensive t 
and I'm sure software houses 
would iike to avoid 'wasting' 
adverttsing money, Simon, It's just 
that we don't live in an ideal world 
where everything goes according 
to Plan At the next correspondent 
has something to add to the adver- 
tising debater . , , 

LM 
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COPYWRITER'S 
NIGHTMARE 

Deaf Lloyd 

Advertising as it is today is a waste 
of resources and adds unneces- 
sarily to the fixed costs of produc- 
ing software. I'm not saying that all 
advertising is bad f in fact advertis- 
ing is essential for both the con- 
sumer and the firm. People need 
INFORMATIVE advertising so that 
they can rationally decide whether 
or not a particular program suits 
their tastes and whether it is worth 
the asking price. This could be 
done in naif a page containing 
clear screen shots accompanied 
by a brief but concise explanation 
of the gam>e fc what joysticks it 
works with and other relevant 
pieces of information like whether 
or not it is Microdrive compatible 
and so on. For monocrornatic 
games (eg Knight Lore, Bobby 
Bearing et ai) there need not be 
any colour Black and White ads 
stilt work, as long as they are clear 
(which happens to be the case in 
CRASH because of the glossy 
paper used). 

What I object to is the pages of 
hype that we are fac&d with when 
reading computer mags. This PER- 
SUASIVE advertising entices 
pecpie to make irrational deci- 
sions which they very much regret 
afterwards. Software houses can- 
not teep conning the consumer 
who has to pay ten pounds for a kit 
of garbage which was advertised 
in two pages of bright colours as 
being 'the ultimate experience* etc 
etc. 

Firms are now paytng the price 
for this; high fixed costs because 
of advertising, increases in the 
levels of piracy, and the growing 
success of the budget labels. It ts 
time the so ftware houses changed 
their marketing strategy and used 
the money they save to reduce the 
price of software, but maybe it is 
now too late . . . 

Michael tmprato, Colder? 
Green, London 
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of extraordinary action in an extraordinary world 
against extraordinary odds. 




Trenches and <*>» ou m . m armed » W 
Y 0l ,sel°tl* ™S?° s a iS>««- 



ELECTRIC DREAMS SOFTWARE, 
31 CARLTON CRESCENT. 
SOUTHAMPTON, HAMPSHIRE S01 2EW 
TEL (0703) 229694 

NteifOrttor; Electric Qt earns So 1 1 ware 
23 Pond SEreet Hsmpslilij London NWS ?PN 



SPECTRUM 



£9.99 
" £9 99 
£14 99 



One thing '$ for sure — you 7i never ■ 

Bit a fob with SMTGHI AND SAATCHI 
ikel Advertising has been 
blamed for a range of society f s iii$ T 
and it's not surprising to hear that 
adverts have damaged the 
software industry. 

As you so rightly sav advertising 
is an essential path or any industry 
— but it must be up to the con- 
sumer to decide which products 
to buy Adverts don t MAKE people 
buy things, they Just let people 
know that something is available 
and they am bound to attempt to 
catch the consumers eye. 
Reviews, on the other hand, 
attempt to offer assistance when it 
comes to making the purchasing 
decision, so read the ads and the 
reviews and at least took, if not try, 
before you buy r 

LM | 



LONG LIVE HANNAH SWIFF! 



Dear Lloyd 

I have been reading CRASH since 
November 1984 (and that is 2 
months even before I got my Spec- 
trumf) J am writing about Robfn 
Candy (RIP) leaving At first I was 
drsappoJnted at this and 1 didn't 
think Hannah Smith would be 
much but how wrong I was. 

in June she printed tips for Way 
of the Tiger, Green Beret and 
Speflbound, then pokes for 
Spellbound, Bombjack Green 
Beret and Siarstrike 2. Just a 
lucky month forme , I thought. As I 
h&ue a paper round all these 
games have | Dined my collection 
of 80 games. 

But again I was proved wrong as 
the month afterwards (July) she 
printed tips for Knight ifine. Turbo 



PHOTOCOPIER 
PROBLEMS 



Dear Lloyd 

1 am wnring this letter concerning 
CRASH No 30, On page 101 there 
a a competition for the Biggies 
computer game etc . . , On page 
102 there is a competition to win a 
disk drive. I was keen on both 
these competitions, so 1 went 
ahead and did the Biggies one 
first. I completed the wordsearch, 
sc I got out the scissors and 
started to cut. I realized I had cut 
part of the disc drive entry coupon. 

Next day f went down to my Focal 
library to use the phptocooier. Th is 
was so I could cut one out and 
photocopy the other, To my 
astonishment the lady said if is 
illegal lo photocopy competitions 1 
I left disappointed. I do not know if 
she was fight or not, but this would 
not happen it CRASH took their 
tim* to space the competitions 



ooooooo 

BIRTHDAY TREAT 

Dear Lloyd 

I have been an avid reader of your 
column since July 19&4 when I 
bought my Spectrum 16K. I then 
upgraded to 48K. However I have, 
on average, sent you two letters a 
month. Yet not one of these letters 
has been printed in CRASH so 
Please print this letter in time for 
my 18th birthday. 

I have recently bought a Spec- 
trum 120 and was wondering if 
there were any other 128 owners 
who would like a pen pal who aiao 
owns a 128 so could you print my 
address please? I have been trying 
to get a MIDI lead for as synth so 
could you reli me where I could qet 
ticld of this lead ? 

iA Morrison, The Caretakers 
House, Wastgate Hill School, 
Westtate Head, Newcastle Upon 
lyneNE4SNV 

Happy Birthday lb Yoo, Happy 
Birthday to Yqooq, Can anyone out 
th&e help Mr Morrison ? 



out. The only solution lean think of 
when comps are on either side of 
the page is lo buy two mags 
Gary Ballmgall, Dundee, Scol- 
land 

Weil, buying two copies of CRASH 
every month would be a ntce fdea 

Senousty, though, we do try and 
avoid such awkward positioning 
— but the Artroom boys do slsp up 
Irom ume to lime which fs under- 
standable given the pressure of 
work they have to cope with (Can 
t come to tea no w ART?) i think the 
librarian was being a bit of a stick- 
ler for regulations — we don 7 mind 
if you photocopy an entry form and 
often say as much r bacause some 
folks don't tike cutting up their 
copies of the magazine, We only 
get cross if you photocopy an 
entry form so you can enter the 
same competition dozens of 
times. 

LM 



PRICE PROBLEMS 

Dear Lloyd 

After reading the tetter by Sean 
Powrie in the Jury edition of your 
magazine complaining about 
Smith fc p over pricing therr games, I 
have seen the El.flfl game Snod- 
gits by CREATfVE SPARKS priced 
at €9.951 1 don't know what Smiths 
are trying to puil but if they don't 
atop doing it they mil lose custom- 
ers to rivaTstores. 
Qraham Leech, Carlisle, Cum- 
brta 

/ 've had quite a few tetters recently 
about strange prices appearing on 
games in the major chain stores — 
most of them pointing out that 
games have been overpriced 
rather than underphced. i get the 
impression that people are more 
tfk&iy to write in if they see a game 
overpriced and tend to buy an 
urKterpricod game double quick 
and not put pen to paper about it 
Large and reputable stores sim- 
pfy cant afford to deliberately over- 
price products. Mistakes to hap- 
pen. Why didnt you approach the 
departmental manager and point 
out the error as well as write to me 
Graham? 

LM 



Esprit and again Way of the Vger t 
Also pokes for Ibrbo Esprit Bat- 
man and Bounder and a map for 
Rambo. 

Just one ptea how about POKEs 
tips or maps for Ghost n Goblins 
and Jack the Nipper, long Irve Han- 
nah Smith, 

Garth O'Afora, FfctthMi, 
Middlesex 

Glad to h&ar you like the output of 
our new 'Girif&ripster* Vm not that 
much of a fortune teiler r but I can 
predict a tong iife for her as she 
annoys Graeme Kkfd rather than 
mef Now her predecessor has 
gone on to other things my desk 
spaceissafe.< . 

LM 



DEMISE 



era 



Dear Mr Man gram 
I hope that what I have to say is of 
some help to poor Alan Pantor of 
Wokingham, Berkshire in his letter 
to you last month's issue.. The 
company uNiTsorrthat he wrote to 
for cheap software has gone bust, 
but there might be some help for 
him If he writes to John Hendry & 
Co, 3 Lynedoch Street, Glasgow, 
Scotland. This was the information 
I got from Popular Computer 
Weekly dated June 5 — there was 
a letter and answer on page 10 of 
this particular issue. 
Mr Wbng San p Gorfeston, Nor- 
folk 

Thank you Mr San, and thank you 
(indirectly) PCW 




CASE FOR THE DEFENCE HHH 1 



Dear Lloyd 
In the wake of ultimate s recent 
criticism I thought I wouid add a 
few point for the defence. Often 
the games have been criticised for 
being alike with different graphics. 
Taking this approach then surely 
mikro-gen should be in the firing 
line for their never ending supply 
of dashing Watty garnos^ AH\ | 
hear the prosecution say 'this was 
a sequel and required a similar plot 
and the same graphics'. This is so 
but also the Sabreman saga was a 
line of sequels r a point which Is fre- 
quently overlooked. In addition 
why were qa&goyle not criticised 
tor their games {Ttr Na Nog, Dun 
Darach, and fately Marsporf} when 
these too coufd be construed to 
be the same game with a different 
scenario and graphics. 

Branching from this I would like 
to ask the prosecution why, when 
ultimate copy a game idea that 
was theirs in the first place, other 
software houses like ocean (Bat- 



man). GARGOYLE (SweeVQ'B), 

firebird {CyiU} r and mastertronic 

(Moiecuh Man], receive nothing 
but praise and not a hint of criti- 
cism. The crime of copying an idea 
which many believe is overplayed, 
is surely more serious than simply 
using your own idea. 

I do happen to think that ulti- 
mate have come to the end of the 
road with Sabreman, but they were 
more entitled to repeatedly 
capitalise from the 3D set up than 
other software houses. 
Peter Whelerton, Nornianbu 
Cleveland 



it seems the debate is set to con- 
tinue. Maybe it's time we had a 
change of topic, and stopped 
arguing the case for and against 
ultimate untit we've ait seen their 
next game. And no, I don't know 
what the wizards from Ashbyde la 
Zouche have planned , r . 
1 LM 
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NEED HOT APPLY! - 

Dear Uoyd 

I need a Pen-friend who knows 
how to use machine code. This is 
because J cannot get the hang of 
it. I em 14 years of age, and have 
been using the ZX Spectrum for 
nearly 3 years, I have had many 
good ideas for computer games, 
But have not been able to get what 
I want out of the computer, even 
though 1 have started many a 
game. I have clone this a ]ot, but 
can never finish them. \ can do 
many graphics , soundSi and font 
designs, but they lack a good 
machine code routine, I will not be 
able to start straight away on prog- 
ramming as my computer has bro- 
ken amf wHI be out of action for a 
while. I don't mind who replies, 
what sex they are (preferably a boy. 
or a girl. No aliens from AJpha Cen- 
tauri please), and any age above 
13. 

I am also interested in D&D and 
AD&D games. As welt as all that I 
am a great tan of Airwolf, Star 
Wars, and Star Trek films. 
Ian Capon, 33 Hannah Crescent, 
South Cerney. Cirencester, Glos 
GL7 6JG 

PEN ML REQUEST 

Dear Crash 

I am 18 years of age and French 
and live in Noisy -le^grand (near 
Paris). I own a 48 K Spectrum and I 
would like to exchange ideas and 
routines with British users. If there 
are people who will correspond 
with me, please could you give 
them the address below: 
Pentecote Eric, 24 Che mi n du 
bet-air, 93160 Nolay-la-grand, 




128K PLEA 

Dear Lloyd 

I was recently reading through my 
old issues of CRASH and noticed 
in a reply to a letter in the May issue 
you said that insufficient Spectrum 
12Bs are sold, then there will not 
be the sales incentive for software 
houses. 

Now in my opinion someone will 
not buy a computer unless there is 
a reasonable amount of software 
available for that machine. In 
which case the software houses 
are waiting for an increase in sales 
of the 128 before they start writing 
games for it and prospective 128 
buyers are waiting for software to 
be released before they buy one. 
The result is that the 12S\ which is 
a perfectly good machine will 
eventuaEly be withdrawn from the 
shelves. 

What the 128 needs is for some- 
one to start producing decent 
amounts of software for it. 'Ah\ t 
hear you say, 'but they won t do 
that until there are sufficient sales, 
In reply to that I would like to take 
you back four years to the release 
of a computer which we all now 
know and love, the 4SK Spectrum, 

42 CRASH September 1 986 



Was there any software for it? Mary 
little! But people wrote games for it 
and marketed them and effectively 
increased demand for the 48K. 
Now here's a plea to any software 
house reading this,, stop worrying 
about whether or not a game writ- 
ten for the 128 will make your com- 
pany a fortune and try to be a bit 
more pioneering like the earfy 
games programmers. 

If nothing else it will increase 
demand, providing that if the game 
is original and not just an enlarged 
48K game. The 128 ia a good 
machine and should not be killed 
off by businessmen who are wor- 
ried about their profits. Where are 
the people who helped make the 
48K Spectrum what it is today? 
Timothy Reed, Chandlers Ford, 
Hants 

You are quite right, Tim, it's very 
much a 'Chicken and Egg ' situa- 
tion as far as the 128K machine 
goes. Maybe the taunch of the 
Spectrum Pius Two will make a dif- 
ference and achieve enough safe 
to chivvy software houses into 
wrtting programs for the targer 
machine. 

There is one difference about 
the situation now, as compared to 
the launch of the 48K {or indeed 
the 16K machine), in those days, 
people writing software for the 
Spectrum didn't have a massive 
user base of48K machines to rely 
on, and had to take the plunge. 
Today, many of the peopie who 
helped make the 48K machine 
what it is are still busy writing for it, 
producing games for a certain mar- 
ket. Understandably they are a bit 
reluctant to abandon a soiid mar- 
ket temporarily while they write for 
the 128 machine — and don't 
forget more effort and time has to 
go into a game which takes advan- 
tage of the targer memory and 
increased facilities of the Spec- 
trum's big brother. 

LM 



SPORTSPERSON 

Dear Crash 

I have always liked sports simula- 
tions. I find them compelling and J 
think their lasting appeal te much 
longer than the usuaJ run of the mill 
games. I still often play such 
games as Match Day. Match Point, 
and Daley Thompsons Decathlon, 
y tsars after they first came out. 

Why then ana such classics as 
Match Day so underrated? Has the 
CRASH reviewing team got some- 
thing against sports games? Why 
is It that March Day wasn't 
smashed? It was and indeed sti i s 
the best soccer game around. 
Match Point Is another example of 
CRASH'S apparent knock-the- 
sports-stmulatfeons policy 

Even the fantastic Ping PQng t 
one of my most recent software 
acquisitions, was only just 
Smashed with 90%. Is the reason 
for CRASH not liking sports simu- 
lations that they think they are 
gimicky and unoriginal in their con- 
cept? If this is true then surely • 
CRASH fell for the biggest gim- 
mick of all in World Series 



Baseball. Ail the pretty graphics 
and jtngiy tunes that were surely 
the main factors if not the only fac- 
tors, in winning it the highest 
acclaim in the pages of CRASH, 
somewhat hide the fact that the 
game hasn't got as much lasting 
appeal as the two Matches {Point 
and Oa$ h both of which weren't 
Smashed. 

When I first got Barry 
McGutgan's Boxing I thought it 
was a refreshing change to have a 
game that had so much depth built 
into the humble beat 'em up. Hav- 
ing to use strategy and forward 
planning as well as skill and 
reflexes, I thought made the per- 
fect blend. Was it a CRASH 
Smash? Not likely! 

Now after all that you probably 
think that I onty play sports simula- 
tions and that I am totally biased 
for them. This is untrue however 
because in my opinion Bite is the 
best game ever to be made and 
Ouazatron is at the moment my 
favourite game. 

So finally, a plea, please, please , 
please give sports simulations the 
cred it they deserve as ! cannot see 
why such utter rubbish as Zoids ( 
which oniy people at CRASH seem 
to like) can be rated 10% above 
the all time Football Classic Match 
Day 

Timothy Wormleighton , 

Rochdale. Lancashire 

Hfe certainty haven't got anything 
dgwnst sports Mm uLi tsons 

Timothy Indeed, most of the cor- 
pulent members of the CRASH 
team get no closer to a sports field 
than their Spectrum screens/ But 
neviewers ' (and readers ) tastes do 
differ widely and we can't Keep 
everyone happy all of the time, , . 

As far as Match Day goes we 've 
already apologised — take a look 
at the editorial pages for a bit of 
interesting news applicable to 
Match Day tens. We're hosting a 
Match Day challenge soon, and 
are inviting readers to pit their on 
screen footballing skills against 
the game's programmers! 



TRAITOROUS |—V 
INTENT! 

Dear Lloyd 

All Spectrum owners, take a deep 
breath, count to 3 and read on. 
Now prepare yourself for a bout of 
blasphemous burble I loo have 
been a Spectrum owner for 3 long 
years: releases such as Lords of 
Midnight, Shadowfire. Lords of 
Time, FairtightantiStarquakehave 
left me breathless to say the least. 
However I have nolrced that 
recently 3D games have flooded 
the market (Faiiiight being the 
best) and I have become very 
bored . . . Yawn! . « + 

In the last few months there have 
been two games worthy of a men- 
tion. Zoids and Quazatron (more 
3D) otherwise the Spectrum has 
been left in the dust. C64 owners 
have been t reated to Uridium, The 
Eidolon, Silent Service and LCP 
Not one iota of similarity between 
any of them- So I've decided to 



hang out my Spectrum and join the 
immortal ranks of the ZZAP! fol- 
lowing and buy myself a wonderful 
Commodore 64 . . . 

I have waited too long for the 
software industry to waken up and 
rise to new heights on the Spec- 
trum, and as for Pentagram, drop 
dead ultimate 1 
N Potter, Folkestone, Kent 

Goodbye Mr Potter, it was nice 
knowing you. , . SeeyouinZZAPf. 
i'm not sure how many readers will 
agree with your views, however. . . 

LM 

▼ T T ▼ ▼ T T 



Dear Lloyd 

One day, I sneaked into CRASH 
Towers, the first thing I noticed was 
a sweet stall where someone was 
ROBIN' CANDY I then entered the 
reviewing room and noticed 
CAMERON POUNDmg the 
keyboard. Someone was watching 
him, obviously ROGER KEEN to 
have a go himself. I then saw 
GRAEME KIODing around, with 
NICK WILD as a tiger. A fight broke 
out and someone gave DiCK a 
SHINER. (Is CRASH Towers really 
this chaotic?) 

I could see that OUVER^s 
FREYed temper was running out. 
Somehow, order was restored, 
mainly due to the efforts of a 
delectable young woman. Tm 
CAROL KIN see, I keep the peace'. 
A strange fellow suddenly intro- 
duced himself, Tm DEREK-I 
BREW, stir, and boil the CRASH 
cooking pot. 

Two other fellows were playing 
Exploding Fist. 'GOODWIN. 
SIMON 1 said poor Lloyd after his 
man had been dropped. JON 
BATES his opponents even 
quicker 1 , grinned Lloyd, and I was 
eventually thrown out of the build- 
i ng by DAVI D [WESTE R N exit) . 

I couldn't fit your second name 
into the story Lloyd — your name 
is hard enough to say r never mind 
fitting it into the story! And I know 
Robin has gone now, but I thought 
I'd put him in anyway, out of 
respect. What's happened to him 
anyway? Are his 'PASTURES 
NEW 1 really a field at the bottom of 
his garden? 
Jer Nallist 

Vbu think MY name is hard to fit 
into a story, Jeri 1 WeLL OY r D better 
better weigh in, MAM GRAMs 
make afi the difference when you 
are on a diet* said Auntie Aggie, , . 
WelUfs the bestt can do! 
LM 



' And that just about wraps is all J 
1 up for another wintry summer's 1 
1 day of FORUM 1 compiling. Keep 1 
I your letters coming In to me at I 
■ the usual address: LLOYD MAN- 1 
f GRAM'S FORUM, PO BOX 10, I 
I LUDLOW, SHROPSHIRE, SY8 I 
I 1DB. tf there's enough corres- I 
I pondence, I might have to spend | 
I all September back at base i 
I reading through your epis* | 
n ties, maa ■ 



-u. 




It's pouring with rain outside as I sit here in the damp CRASH office 
and I think I have a rather nasty cold coming on. Probably all that 
prancing around in a leotard last month. Coo brings me out in goose- 
pimples just to think about it. Anyway, Pm now total lv prepared for 
anything that Ravenflame hussey cares lo throw at me. Perhaps 
we'll just battle it out to the death with old copies of C&VG. Chortle- 
Anyway. I'm not worried. I'm fully expecting a wimp out from her 
end- Thanks anyway for all the letters of support you've sent me. 

Right, as I reach for another Kleenex I think it's about time V got on 
with the tips. Snuffle. There are loads of maps again this month. 
Peter Roc and Jamie Hug sen have sent in maps of Action- Reflex and 
Ghosts find Goblins. Mark Brown from High bridge- in Somerset con- 
tributed a Bobby Bearing masterpiece. The Core map comes from 
Ian Hunt from Purley and Chief Cartographer award this month goes 
to Simon Canter from Sandwich in Kent for mapping the impossible 
and coming up with Cyberun. Top Tipster this month is Mr Brack 
trom Peterborough for his solution to ^racurse, If you can't get 
through the game using his hints then you never will! 

Hope to see some of you at the PCW show and now on with the 
tips. Snuffle, snuffle, sniff, sneeze. Sigh. 



BA TMAN ADAPTATION 



Chris [JeUtiBO] Turner has been 
hard at it again this month. After 
trying the Batman POKE sent in by 
Jon (From Sum Wh&re in Leices- 
tershire) he thought it would be a 
wheeze if Batman suddenly turned 
into a proper Super Hero and had 
amazingly high leaps as well as the 
infinite lives given to him by Jon. 
So here is an adaptation of Jon's 
routine to make Batman airborne. 
Also if there are any hackers out 
there who require any help then 
Chris will be happy to advise you. 
You can contact him through me 
at CRASH (usual address) Please 
send an SAE to save on h*s pen- 
nies when he replies to you. 
10 PAPER 0: INK 0: BORDER 0: 
CLEAR 65535 
20 LET sum=0 
30 FOR n«6476aT0 64S8S 
40 READ a 
50 POKE n,a 
60 LET sum^sum-f a 
70 NEXT n 

SO I F sum < > 1 47^9 THE N PRINT 
INK 7; 11 ERROR IN DATA":STOP 
9CPRINTAT10 P 10;INK7; 
BRIGHT 1 1 "START TAPE M 
100 RANDOMIZE USR 64766 
110 DATA 17, 2B r 6 t 221 , 33, 48, 
117,175 

120 DATA 61 p 55, 205, 66, 5. 243. 
48,240 

130 DATA 1 7, 131, 250,213, 1 , 48, 
122,197 

140 DATA 1, 52. 2, 33.96, 1 19, 62, 
68 

150 DATA 50, 109. 119, 62,250. 
50, 112,119 



1 60 DATA 62, 200, 237, 79, 201 , 
62, 250,50 

170 DATA 142, 250, 62, 1 77, 50, 
145, 250,33 

180 DATA 177, 250, 17, 177, 249, 
122,1,36 

190 DATA 0, 237, 1 76, 50, 202, 
249, 50, 206 

200 DATA 249, 50, 214, 249, 62, 
201,50, 215 

21 0 DATA 249. 205. 177. 249. 33. 

93, 253,34 

220 DATA 168, 252. 195, 127, 252, 
62, 201,50 

230 DATA 228, 155, 175, 50, 54, 
146,33,145 

240 DATA 146, 54, 62, 36, 54, 12 t 
33, 138 

250 DATA 123, 54, 62. 35. 64. 265. 

195,128 

260 DATA 101 

KNIGHT TYME 



John Pinkney from Newcastle 
Upon Tyne has come up with this 
useful little cheat for Knight Tyme 
on the 48K Spectrum. If you enter 
the following POKES before the 
Randomize User statement then 
you'll be able to flick through the 
locations in the game by simply 
using the control keys. This comes 
in very handy if you 're contemplat- 
ing making a map or are simply 
curious to have a sneak preview of 
screens which you haven't 
reached yel, 



POKE 24584,255: POKE 
24585.255: POKE 45322,255: 
POKE 45323.255: POKE 41456.0: 
POKE 41457,0 

When the game has loaded select 
the control option (keyboard Joys- 
tick and so on), As soon as the 
game starts go to DERBY IV and 
ask him for help. The game will 
now appear to crash but continues 
if you press the fire key, The Com- 
mander appears on the screen, 
but he disappears as the game 
continues. Next, press the down 
key and the border begins to flash. 
The location can now be changed 
by us i ng the up and down keys a nd 
the screens can be flicked through 
using the left and right keys. When 
you're satisfied with the location 
you have chosen, simply press fire 
and continue However, you may 
find that you die from exhaustion 
for a little while to begin with. 
These things need practise you 
know. 




PVRACURSE 
INFINITE LIVES 

There's no stopping Phil Chur- 
chyard when he gets his teeth into 
some serious hacking. So impre- 
ssed was he with HewWs latest 
release, Pyracurse that he got the 
game to do some incredible things 
, r r the less said about mat i he bet- 
ter! 

One of the things he discovered 
while he was romping his way 
through the ancient Inca Temple 
was a routine for Infinite Lives and 
here it js < . . 



10 CLEAR 24739 
20 PRINT* 1 ; AT 0,6 ; "START 
PYFIACURSE TAPE 
30 LOAD iJ " CODE 23296 
40 POKE 23325.201: RAN- 
DOMIZE USR 23299 
50 POKE 33446.201 : RAN- 
DOMIZE USfi 23600 

There, that was painlessly short 
wasn't it? Now Daphne, 0'Donneli 
and the resi of the merry band of 
explorers can romp endlessly 
looking for Sir Pericles Pember- 
ton-Smyrhe. and they don't die, 



BOUNDER CHEAT 

tt has come to my attention that 
the Bounder POKE printed a few 
issue ago was really not alf that 
successful as it me&iies the screen 
up a bit and according to my spies 
makes the game crash on level 
three. Therefore for any of you who 
are contemplating doing horrible 
things to me in revenge, here is the 
official cheat as supplied by mm 
UN graphics: type in POKE 
23296.12 (ENTER) LOAD 
(ENTER); start the tape and don't 
touch any keys after loading, 
When me scrolling message has 
finished the oame pretends to 
crash, but donl worry because it's 
only those (memum ohaphicb 
people having you on, 

When the computer seems to 
have re-sei itseH you will notice 
that instead of saying » 1982 
Sinclair Research it actually says 
*1«6 Gremlin Graphics Ho, Ho. 
What a jolly riffle jape. 

You wilf now find that your 
bouncing bafl has infinite lives and 
there's no messlness to contend 
with. 



BATMAN: 

THE COMPLETE 

SOLUTION 



Coupled wrth Chris Turner's 

super-sproingy POKEs for Bat- 
man, these tips from someone 
whose address sadly got parted 
from the letter should get you to 
the end of the game and into the 
Batmobite with Robin, Sorry, who- 
evef you are but thanks all the 
same. 

KEY: (UP) — up as in through the 
ceiling; (DOWN) — as in through 
the floor; up — up exit on tna 
screen; down — down exit on the 
screen; Batblt — pick up batbit; 
Batonobto — pick up a bit of the 

Right, right, down, Betbit, down, 
down, Batbit, left, left. left, left, left, 
up, left, up, Batbit, down, down, 
down r down, right, down. (UP). 
Batbit. down, left, down, down, 
right, right, right, right, Batmobite. 
up, left, up, up, up, right, right, 
right, down, left, (UP), right. Bat- 
mobile, left, (DOWN), right, up, up, 
up, left, up, up, left, BatmobHe, 
right, up. left, left, left, left, down, 
left, left, left, up, up, up, up, up, jp, 
up, up. up, Bat mob ile, down, 
down, down, down, right, down, 
right, right, right r Batmobile, down, 
(DOWN), (DOWN), right, (DOWN), 
right, up, left, up, left. {UP), right, 
down, (batmobite), down, 
(DOWN), right, down, (DOWN), 
(DOWN), down, down, left, left, 
down, down, (batmobite) , up, up, 
right, right, (UP), (UP), (UP)- down, 
(UP), (UP), right, right, down, right, 
down, down, left, left, left, left, left, 
up, up, left, left, up, up, left. left, 
down , down, left, (UP). (UP) , down , 
down, (UP), left, left JUMP tNTO 
BATMOBtLE AND YOU'VE 
FINISHED THE GAME! 
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EQUINOX LEVELS 
TWO, THREE AND 
FOUR 

Last issue t printed the solution to 
the first level of Equinox. Now that 
you have the Infinite Hves POKE 
(also published last issue) I think 
that it is only fair to grve you the 
solution for levels two. three and 
four, Hopefully, a map will follow 
next month when Cameron 
embarks on the mammoth task of 
snapping all the screens sepa- 
rately to help you find your way 
around the asteroid. 

HOW TO 

COMPL ETE LEVEL 



1) Get the teleporter credit from 
room 23 

2) Use the lift to get to room 20 

3) Pay t he teleporter in room 20 

4) Teleport to room 30 

5) Get the drill from room 29 

6) Go to room 31 and enter the lift 

7) Exit the lift from the left hand 
door in room 25 

6} Go to room 17 and use the drill 

to get the teieporter credit 

9} Get the dynamite from room 1 B 

10) Go to room 26 and teleport to 
room 27 

11) Use the dynamite to clear the 
pile of rocks In room 21 

t2) Get the teleporter credit from 
room 21 

13) Pay (exporter in room 27 
14} Get canister from room 1 6 

15) Go to room 27 and teleport 
back to room 28 

16) Go to room 20 and teleportto 
room 30 

1 7) Dispose of the canister in room 
29 

1BJ Go to room 31 and enter the 
magnetic lift 

19) Exit the magnetic lift m room 
25 from the door to the right 
20} Get tine spade 

21) Go to room 26 and teleport to 
room 27 

22) Use the spade to clear the pile 
of green rocks in room 22 

23) Get level throe pass 

24) Go to room 27 and teleport 
back to room 26 

25) Enter the trans-level teleporter 
in room 23 

26) Select level three and exit the 
trans-level teleporter. 



HOW TO 

COMPLETE LEVEL 
THREE 

1) Get the key from room 35 

2) Use the key to open the door in 
room 45 

3) Get the fuse from room 46 

4) Go to room 32 and use the (use 
to switch off the force field 

5) Get the teleporter credit from 
room 32 

0) Go to room 47 and pay the tele- 
porter 

7) Teleport to room 34 

8) Get the canister from room 34 

9) Travel along the conveyor belt 
and go to room 44 

10) Dispose of the eannister in 
room 44 

1 1) Go to room 47 and teleport to 
room 34 

13) Get level 4 pass from room 37 

14) Travel along the conveyor belt 
and go to room 43 

15) fnter the trans-level teleporter 
and select level 4 

16) Exit the trans-level teleporter. 

HOW TO 

COMPLETE LEVEL 
POUR 

1) Get teieporter credit from room 
63 

2) Pay the teleporter in room 54 

3) Get the teleporter credit from 
room 62 

4) Pay the teleporter in room 54 

5) Get the fuse from room £1 

6) Go to room 54 and teleport to 
room 48 

7) Go to room 49 and swap the 
fuse for the drill 

8) Go to room 48 and tersport back 
to room 54 

9) Use the drill to open the safe in 
room 55 

10) Get the dynamite 

11) Go to room 54 and teleport to 
room 4B 

12) Use the dynamite to clear the 
pile of rocks in room 56 

13) Goto room 57 and pay the tele- 
porter 

14) Teleport to room 50 

15} Get the canister from room 58 

16) Travel along the conveyor beft 
and go to room 49 

1 7) Dispose of the canister i n room 
49 

18) Go to room 57 and teleport to 
room 50 

1 9) Go to room 5 1 and use the fuse 



to switch off the force field 

20) Go to room 60 and get the ie vd 

five 0353 

21) Travel along all the conveyor 
belts 

£2) Go to room 4B 

23) Teleport back to room 54 

24) Go to room 63 and enter the 
trans-level teleporter 
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QUAZATRON 
POKES 



Chris Turner and his alter ego 
Chris Jetman (who also doubles 
m a wrestling medrevaJ bear so my 
spies tell me) has been POKEmg 
away at Quazatron, Peturtmd at 
the injustice littte KLP 2 suffers at 
| the hands of the baddie droids. he 
nas worked ou* a routine to give 
the Klepto droid a helping hand, ff 
/ou're really sure you want to use 
f^OKEs sent in by a person with an 
unhealthy number of alter egos 
and a predilection for medieval 
wrestling bears then go ahead, 
here it is . . . 



10 PAPER 0: INK 0; BORDER 0: 

CLEAR 0: 65367 

20 PRINT AT 10,0; INK 7; 

BRIGHT 1; "HACKED BY CHRIS 

(JETMAN) TURNER" 

30 LET t=0 

40 FOR g=fj3QQQ TO 63061 
50 READ a 
60 POKE g,a 
70 LET t-t+ a 
SO NEXT g 

90 IF I 352STHEN PRINT INK 
7; "ERROR IN DATA"" :ST0P 
100 LOAD 1 " CODE : POKI 
34149,33 : POKE 34150 r 24 : 
POKE 34151.246 
1 1 0 RANDOMIZE USR 34058 
1 20 DATA 33, 143, 227. 54. 24. 35, 
54, 65 

130 DATA 33, 128, 227, 54. 0, 35. 
54,0 

140 OATA 35, 54, G> 35 r 54, 0, 35 r 
54 

1 50 DATA 0, 35, 54, 0, 33, 1 75, 
21 5 a 54 

1 60 DATA 0 , 35 , 54, 0, 35. 54. 0, 35 
170 DATA 54,0,35, 54 fc 0, 35, 54. 0 
ISO OATA 33, SG, 203, 54, 0, 35, 
54 0 

1 90 DATA 35, 54, 0, 195, 112. 222 



CYBERUN 



BOBBY BEARING 
MINI TIP 



If the thought of pushing your rela- 
tives all the way home through the 
dreaded Metaplanes in 
Bearing fills you with fear and tre- 
pidation then fret no mors, 

Andrew Hall from Tyne and 
Wear has sent in this little cheat to 
save on Bobby's shoe ieather. 
When you find a brother, press the 
cheat (help) key and your brother 
will disappear and reappear on the 
brother score board, marked as a 
cross to indicate that he is safely 
home agajn- with his family. This 
means that Bobby doesn't have to 
negotiate his way back through 
the maze pushing his brother back 
home. 



MATCH DAY 



That pleasant leilow, Ace Prog- 
rammer John Ritman leaked a 
tiny cheal mode on the famous 
Match Day wot h« wrote with 
Chris Clarke. Apparently, If you 
type in "RITMAN' ' once the game 
starts, and then prod another key, 



PILEFOOTIN 
15 SECONDS... 



Yes r H is possible to get the 
Pllefoot exit in Heavy on the 
Magickanti witness Axil 's great bit 
of sfightly uncoordinated break 
dancing all in around 15 seconds. 
Well, as near as dammit depend- 
ing on how nimble fingered you 
are. I mean, if you have fingernails 
like Gary Sumpter, our Database 
Minion and Biggies Freak, then 
you don't stand a chance, but then 
he is trying to get into the higher 
reaches of the Ming Dynasty- Any- 
way, enough of this waffle and on 
the the tip courtesy of Mark Fas- 
ter from Hull. 

1) Pick up the Grimoire 

2) Go East, north, north- west 

3) Say' l DOOR,WOLF"andgo 
north 

4] Go north-west and Invoke 
Aster ot say "ASTEROT, 
PILE FOOT 1 " 

5) Go west and say J DOOR, ELE- 
VEN" 

6) Go north through the door and 
watch that dude dance. 
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STAND ALONE COMPUTER GAME 
AVAILABLE ON CASSETTE 
FROM BEYOND 



PLAY-BY-MAIL 

ONE CONTEST 
A THOUSAND GAMES 




To play DARK SCEPTRE by matt, just fill in this 
coupon and post it to Maelstrom Games Ltd., 42 
Wellington Road, Wallasey, Merseyside, L45 2NG. 
Please make cheque payable to Maelstrom 
Games Ltd. 



Please send me one DARK SCEPTRE Play-By-Mail Package. 

I enctose a cheque/postal order tor £14.95. 

Please debit my Access/Visa Account No. 

NAME 

ADDRESS 



for £14.95 





You are playing in a vast 
contest. All over the 
country hundreds of 
others strive like you to 
seize the Dark Sceptre. 
On microdrive cartridge 
you send us your com- 
mands and we return id 
you the latest news of 
your warriors — one 
episode in your struggle 
to power. 

Each episode keeps yon 
Blinking for days, maybe 
weeks, as you schema 
and ptot against a legion 
of enemies. Your op- 
ponents aren't just dumb 
subroutines — they're 
real living, breathing 
people — and most of 
them are after your blood ! 

An episode of Dark 
Sceptre is like a game in 
itself. Using our unique 
foresight-hindsight sys- 
tem, you watch action 
replays of events past, 
and then simulate the 
futures at your fingertips 
in "preplays" erf events 1 
come — all with stunnir 
animation, 

Ttiere are no deadlines 
but your own eagerness, 1 
You start a new episode, 
give tresh commands to 
your warriors. You rush to 
the door as the tetter-box 
rattles a few days later. 
What's the news from the 
Western Isles? Have you 
won famous victories or 
have your warriors met 
their doom? You break ' 
open the seal.. 

All you need to play is 
access to a Spectrum 
microdrive (you dont i 
have to own one}- All you 
need to win are lashings 
of flair r nerve and aud- 
acity. The Dark Sceptre 1 
Play-By-Mail packa?ge 
includes;- 

* Master Cartridge 

* Episode Cartridge 

* Play-By-Mail Program 

* Solo Game Program 

* Start-up Position 

* Instructions Booklet 

* Coupon for 3 Free 
Episodes 



ine 
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ing 
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The whole package is 
Et495 and each extra 
episode you ptey costs just 
El. 50 {Isi dass postage 
included 



I 





Ret j Hera don't ahvayi have everything in stock 
you might want* but If It's wftrtfri our power to get 
It for you, then w mvW. AMY of the software 
reviewed In thif OR ANY izsite of CRASH can be 
ordered by ulirto, the form be low t 

But to avoid disappointment, p4ease ring flnt to 
crierfc aval labl llty of unusual Jterns I 

CRASH Mall Order Is backed by tn* moumi of 
Newxfleldlrd; pubJIihcn ofthlsrAagazine, zzapj 

AMTIX r w 



64 afld AlWTUC which run been supplying more 
than f 50,000 computer man with software for 
over 2 ye arc, so you can be sure of the very beat In 
service. 

There Is no ma I J order catalogue I nvolved r Just use 
tfie prices quoted In the reviews In CRASH or the 
know retail price. Should you have any queries on 
prices. Just ring the number shown on the form 
and our staff will advise you* 



DISCOUNTS GALORE 1 

Anyone may take advantage of the discount 
c oupon* on the tor m — £ 1 off orders worth more 
than £20, and Mp off" orders worth more than C 1 o* 
Additionally, CRASH Su burJbers are 
Automaticalry entitled to further discount! on 
every Item ordered. We make no charges for post 
and packing f within the UK} 

Nothing could be simpler — fIJI In the form today 
and order whatever you like. 



Order 
What 
You Want 
from the 
Largest Range 
of Software 
You 

Could Ever 
Wish Fori 



Name 

Subscriber No 
fir applicable 1 ) 



Address 



CRASH MAIL ORDER FORM 

Telephone Ludlow (0584) 5620 

Please send me the following items: BLOCK CAPITALS pieawf 

Please notes some software* revrewrd may not be available until its release 
date. If you are in any doubt aDout avaHabrfity, jvieeme ring flnt. We 
cannot be held responsible for decays resulting from JaTe or non-release of 
fjllei when reviewed or pieviewed before theii officii release dares were 
known. 



Postcode 



SPECIAL DISCOUNTS 



£1 
50P 



OFF ANY ORDER WORTH 
MORE THAN 120 



OFF ANY ORDER WORTH 
WORE THAN t10 



Sar ry- only OWE touc h#f pe r o r der f 



Tide 



Software houv 



AH prices ire ay [fuotecl under review Headings 
or Known neta* prices and include VAT CR*SH 
mafr.tt no charge for po5r and packing Inside the 
UK. Customers in Continental Europe should 
*W the ecturvaknt of 7Qp per item ordered. 
Outside Europe, please wrice ffrst sc mat we 
may advise on postage nates. 



ftease make cheques or 

pOWJl QTfWT, fWyAMf TO 
NEWSFIELD LTD Please 
00 not send any coinage 



Sub Total: E 
Less Discount; E 

Total enclosed: £ 



taqMri 



CRASH MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE SYS 1DB 

Please do NOT enclose thli fwm/payment wtth any other correspondence to CRASH Magazine editorial as tt will onry 

delay processing your order and may result In lots. 





PYRACURSE TIPS 



Mr M J Brock, who informs me 
that a friend of his works for a well 
known Jelly company, has invited 
me to spend a couple of hours 
romping around in a jelly vat with 
him. I'm sorry, Mr Brock of Peter- 
borough, but the only time I'm 
going to get anywhere near a vat 
of green jelly is when I take on that 
so-calfed Girlie Tipster from CAVG 
and not a moment before Than- 
kyou for your offer though, but I 
think I got enough practice in 
wrestling last month with that 
Lolita Loren at the Starftne Cfab 
and there wasn't a jelty mould rn 
sight! Anyway, enough of this. 

Mr Brock actually wrote in with 
sere Tips for hewson's Pyracurse 
which, coupted with the POKEs for 
infinite lives, should get you a bit 
further into your mission. 

Hie Antechamber 

This is not a particularly difficult 
level to get through once the basic 
gameplay has been mastered (see 
last issue). The professor is used 
extensively to gain entry to certain 
areas by activating correct key 
plates with keys found along the 
way. Levers can be operated to 
open new doors, 

0' Donne h smashes some urns 
and Daphne opens chests reveal- 
ing keys, weapons and cups. Fros- 
bie digs in piles of dirt 10 reveal 
hidden items. The cups can be 



manoeuvered over 'dead' col- 
leagues by the professor and 
Daphne which has the effect of 
reincarnating them, Small spin- 
ning globes are found, which when 
thrown by either of the humans 
destroy the headless zombies. 
There are only two kinds of keys 
found on this level which fit the 
correct shaped key plates. One 
key is for the chests. Eventually, 
after a bit of searching, a double 
compound is found. Using the 
professor you can gain entry to the 
top compound with the key, Once 
inside the compter pull the lever 
down. This opens the door into the 
second compound. Take all the 
characters inside and pull the 
lever. The screen is now washed 
with blue. All characters lose their 
possessions and the way is 
opened into the Shrine. MB All 
characters must be present ai this 
point. 

The Shrine 

This level is definitely more tricky. 
Guide all the characters past the 
scorpions and headless Zombies 
to the targe Skull compound. 
Straight ahead in the walled com- 
pound is a chest. Open this with 
O'Donnell to reveal a key. A 
stumped barrier which appears 
can be dropped by the professor 
by pulling the lever down. This key 
gives access to to the adjaceni 
compound, In here, using Daphne, 
two chests can be revealed. Open- 



ing the left chest reveafs a key. 
Opening the other chest' produces 
a skull guarding the exit; so leave it 
shutl. 

Moving left h you'll find two com- 
pounds. One has a transmitter and 
the other a cup. Both these have 
levers pointing downwards. Get 
O Donnell to pick up the transmit- 
ter and a door now appears. Move 
the professor to the compound 
containing the cup. This lever is 
now shown up. When it is pulled 
down it drops the door allowing 
O'Donnell to escape. The reverse 
procedure allows the cup to be 
taken, Take all the characters to 
the stumped barrier outside the 
skull compound. Get Frosbie to 
dig in Ihe dirt thus reveaJing 3 
milestone. When the professor 
touches this it reveals a spinning 
droid by the barrier itself. Touching 
the droid with the transmitter 
drops the barrier allowing access 
to the main playing area of me 
shrine- 
In the main area go left. Keeping 
left past the stumped pathway, a 
key is revealed guarded by two 
spinning droid s which drain 
energy on contact. When the pro- 
fessor uses this key in the plate 
near the right of the pathway, a 
lever is activated and pulling it 
down opens the door into the first 
compound which you have 
already passed. Put Frosbie in 
there to dig the dirt, and he reveals 
a kev far O'Donnell to pick up. 



I Carry on down to a gap on the 
right patrolled by a headless guar- 
dian, Following the guardian to the 
right leads to a chest containing a 
cup. A door is patrolled by two 
spinning droids. Open the door 
with a lever revealing another key. 
Following left from the gap, you 
reach a double compound with 
levers in the up position and an 
urn. When the urn is touched it 
jumps to another compound T 
Nothing is found here. Operating 
the levers simply produces a 
stumped barner and patrolling 
skulls. Near to here is a lever- 
When this is operated it opens a 
door to a compound, tound when 
you retrace your steps. This com- 
pound contains a spinning globe, 
a cup and a key. 

Beware the lever just up from 
this room, It can only be pulled by 
Daphne and serves no purpose at 
all and promptly kills herl Now 
retrace your steps to the main area 
of the playing area. Exit right and 
down. This leads you to a stumped 
pathway. Follow along the bottom 
of the pathway which leads to a 
compound with a croseti door and 
two levers. Pull the right tever to 
open the door, as the left lever pro- 
duces two nasty, yukky skulls. 
Leave, and go right, disposing of a 
headless guardian as you go. Here 
you find a spinning droid- Touch 
this with the professor and 
examine the column found here. 
When this is done, pass Ihrouqh to 
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find a chest completely enclosed 
with walls You are now able to 
pass through the left hand wall. 
Use Daphne to open the chest. 
Inside is the fourth key. 

Take three of the keys back with 
the professor along the stumped 
pathway. Avoiding the headless 
guardian and the scorpion, pull the 
lever down to gain entry. Pull the 
lever down on the next compound 
and exit Jeft. Avoiding the two 
headless guardians carry on 
downwards and find two levers in 
the wall Pull the left lever to gain 
entry — once again pulling the 
right lever produces some very 
bloodthirsty skulls. In this room 
you find four columns and one key 
plate. Drop the three keys here. 
Return with the professor and get 
the fourth key. Placing the correct 
key on the key plate causes the 
first column to fall and a second 
key piate to appear, The second 
key placed in this causes the sec- 
ond column to fall and a third key 
plate to appear, Put the third key in 
this. The fourth key placed causes 
the last key to fall and all charac- 
ters are transported to the 
Sanctum. 

Next issue I will be using Mr 
Brock's tips lo get through the 
Sanctum and final parts of the 
game. 
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GHOSTS AND GOBLINS TIPS 



Last month Andy Lowe and Glen 
Capper sent in soma tips to get 
you through sections one and two 
of EK* k s latest Smash Ghosts and 
Gobfins. As promised here's the 
rest of the solution to get you 
through section !hree and corn- 
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plete the game. Yahooo, 

The final phase is initially very 
difficult A lot of Zombies and 
ghosts are definitely out for your 
knight's blood and stuff- Just keep 
moving to the right. Try to stay at 
the bottom of the screen, that rs, 



try not to climb too far up too many 
ladders or you will live to regret it, 
or you may die and not regret it at 
all. Ha, ha. 

Be ready In the tunnel for the 
three ogres and sneaky bird 
attacks. After picking up the final 
cauidron in the tunnel go very 
slowly and stealthily to the right 
until you see the edge of a 



demon's left wing. Now keep still 
and shoot frantically. After you 
have shot about four rapid dag- 
gers jump up straight (still shoot- 
ing) and with a bit of luck this 
should kill the first demon. Now 
run right and when you are to the 
right of the second demon use the 
jump-a way/shoot backwards 
technique as described in last 
month's tips. 

At the earliest possible moment, 
try to jump up and get killed in mid 
air as this is the only way to get to 
the princess (obviously, you need 
your armour initially). When both 
demons are dead you get the 
,k save the princess 1 ' message. 
Just touch her and you are be 
warned of worse dangers to come. 
And that's it. 

Andy and Glen also put a cryptic 
clue at the bottom of their letter, 
saying that there is an easier way 
to complete the final stage of the 
game. Just the make the ULTI- 
MATE SACRIFICE. Whatever that 
means 

And as Shaun Wilcock from 
West Yorkshire pointed out to me, 
I left something rather important 
out of the Ghosts and GobfinsTips 
last month. At the end of every 
stage a key talis from the sky. It 
you move your knight to the left of 
the screen the key lands to the 
right of him. You must destroy this 
key because it s a fake. Fear not 
gentle reader, for after the bogus 
key has been destroyed the 
genuine key drops into your hot 
and sweaty hands and your knight 
ears himself 6,000 points. Coo, 
now ain't that a thing? 
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THE MIGHT OF THE ROMAN EMPIRE IS AT 
YOUR CONTROL. RAID, RAM AND PLUNDER. 
GATHER YOUR RESOURCES AND DEFEAT 
THE MENACE FROM CARTHAGE! 

1 IOTHLORIEN 

VICTORY HOUSE. LEICESTER PLACE, 
LONDON WC2H 7NB- TEL: 01-439 0 6 6 6 

IN CASE OF DIFFICULTY. LEGIONS OF DEATH CAN BE OBTAINED 
FROM LOTHLOktHN, UNITS I AND J . CON LO N DEVELOPMENTS, 
WATERY LANE, D A R W E N , L A N C S B. h t: I 1 \ T 
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ZX SPECTRUM , 



BACKNUMBERS 
Fill That CRASH Gap.. 




3: April 84 •Missile Command games^Lhring Guldft+Cede Ham* Mat 
4: May 34 WUm Quill Ittilifry^Gra pfiics utiEit^s«Mign^riw» Pwige' 



16: No v 84 MatttolMd Joystick — compaiisofis*Dwis Ex Martina 

17s Jun 85 •Denton Oaslgni«Franlcli#Sp*Ctnjiii $unjery*Stnclalr Story 
3*»Uiigh( Lore Map 1*Underwitftde Map 2*Tape to MEcrodnve* Leonardo 
Graphics iililrty#Datel sound samplef#Artlst: David Thorpe 

18: J ul BB •Gremlin Graphics prufi !&• Artist Bob Wakelln*Sf nctair 
TV»Tape MagazIne^Laonanf o utM Ify part two#GHASHBACK looks again at 
game* hi haw B> B| I BB Map ef AArium^Modems round-up^And the cover 
thai had the Jehovat Jumolnal 



19:Aug 85 •ttmHHFT PAfiES 123,124,125 and 126. WIMWM 
l¥ofih?#FuH wt Oliposter — fighting SpectJiim»Mi rrorsoft Pmfli ^Inside 
the Tlmex ZMMRound Up of BASIC compHeriWhi the Cover Artist R kch SIMM- 
fieltlMlapi of Dynamite Dan and Sfiadowflre 

20 : Se p 88 •ALIEN I and DUN QAJtACH ma ps<*£lectronic PeneH Company 
Plu Blu Ta rtTWoof BASK Compiler* Hmind-itp«Thfl G4K Spectnim*D«lgn 
Design Autojrnffle. Part l#flod Cousins interview 



Issues 1, Z, 6, T, B, 9, 11, 12, 13, 14, 15 p 16 an now out *toc*c.S0«mr? 
Bac* Issues are going fait — battier sot your orders In quk*. It* probably 
worth telephoning M you want to order earty Issues, aa w«tagettlfi|riMt A 
M you missed Issue 19, we can now complete the gap In your cof lectinn with 
trimmed down version, which has a tasteful sticker added to the html cow 
announcing the tact! 

BACK NUMBERS SPECIAL OFFERS 
•Any three or four ftsues ordered at the lime time 
— 40p off total 
•Five or more issue a ordered at the tame time 
— 20p off math Item. 

PRICES 

*Aii BACK ISSUES HOW £1,26 hiclildjng 
JJ„™ S orders. tlM per mwrii* 



21 : Oct 35 •Prwiows of MARSTORI n ASTROCLONE, EUTE9H0DE5 OF 

map#HplQpgrafii profile — how to make a Hologram#Cras htion 
analy&i£#P1?tinum Productions profile 



2 2s Nov 8S •Feature on small computer mag&i ines — looking at the 
DpposHtonMtoodrhn Hps and hints In TECH NICHE mi part two of the last 
storage feature#Susan Rows Is on the Cover#An )mMa loth at Fantasy 




23: Dec BB •Visit to Melbourne House^Mi nson goes Surflng*The Design 
Design autooroflle ends^frmipirter graphics feature — On The Cover Is Dave 
Beeson from Central TWScary com and Scary Preview of Friday 13th 

Xm a a 1988/6 Mh the Cover Special — our very own Oliver Frey occupies 
Ave pagesWnrfile ol the Gargoyle Games crawWJoy tf ■s Uofcback, 19*5 ntvf- 
tttedMewson Consultants prefile^Short story*fe*tiv* Fun and FrtvNci 

2fl:Feb 88 •Duretl — the pruf li&#A chat wrth the Microsphere 
ieam+OouMe Dose of Jetmaf*Gr«ntlln Graphs bring a Nlnja to the Spec- 
trum«TICH NICHE looks at a FORTH add-Oft and alanines extensions to ZK 
BASK 

26 : Ma r 88 #ST BRIDE 1 * Profile* A first lock at the Spectrum l2ft#Mk> 
rwwt MMftOmanUE Robot's MuHtfaoe One under scnitJm/VDiary of tlM 

27sApr 86 •Massive 23 page Playing Tips SupptefMftMlMS Readers 
Awards results^Met Graucher IntervlewSJmaglne profile^nound up of 12SK 
games*A visit to the flrtt Ray By Malt convention 

2d;May BG •Update on tiwfMzlnesca^ 



29 : Jun 86 •First PBM MAILBOX and CRASH OALLEfi Y»£pecDnim ilst- 
taf#Momegrmm soflwara#REJUJ1ME profl teMompUattons omi- 
parad*Maps of CRD, SIR FEED, SABOTEUR and Parts I And 2 of TANTALUS 



□ 8D4Dlini7ni8D19D»D21 022023 
Otaa* Special 28D27 □ 28D 29 □{» 



Number of issues ordered 
Less discount If applicable 
Total cost £ 

I endow a Cheque or Postal Order for the TOTAL 



30:Juiee ♦Worn CHASH/IUMWWP HiBwfUlora Homegrown 
$ollMwr*#THE WITH OF A GAME; some early «rtrlM*G«>d Games by 




DO NOT pay In casti — cheques or postal orders only please, made 
payable to NEWSFIELD LTD. Please don't include any mall order 
requests with general post for editorial, competition entries and so 
on, as it wi II almost c &rta« nly cause delaya. Include your phone 
nymbar. rf p093lbla r so Aggie can sort out problems quickty. Send 
onlara to the address below. Thank you. End of Public Service 
announcement. . . . 

BACK NUMBERS 
CRASH MAGAZINE, PO BOX 10, LUDLOW 
SHROPSHIRE SY8 1DB 
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ACTION REFLEX 

What's this'? 

Another offering From the gifted 
POKEing fingers of Mr Chur- 
chyard, he of Spindizzy 
Fame that's what. 

Far anyone who is having prob- 
lems romping around Action 
Reflex you need worry no more, 
What with The map we've got I his 
issue and this routine for infinite 
time you should be able to conv 
plete the game with no more frust- 
ration, going, 5CL1 
bomg. sproing, 10PF 
bounce, pap ACTI 




i 



TO 



n 



It 



4- 



5 CLEAR 27000 
10 PRINT A 1; AT 0,4; "START 
ACTION REFLEX TAPE" 
20 MERGE 

30 POKE 23986,54: POKE 
22349 T 201 

40 RANDOMIZE USR 23935 
&0 POKE 50770,0: POKE 
50771,0: POKE 50772,0 
60 POKE 50964,0" POKE 
50065,0: POKE 50966 t 0 
70 RANDOMIZE USR 50000 
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EQUINOX CORRECTION 



That ZX Printer has been at it 
again. The Equinox POKEs printed 
last month had the tiniest mistake 
which meant that the program 
wouldn't run. Loads of people 
wrote in with the correction (which 
is very simple). Bui in case anyone 
couldn't work out what was 
wrong, then here's how it should 
have read Line 70 should have 
been: 

POKE l|8: LET WEIGHT - 
WEIGHT +1 

instead of 

POKE t,ai LET WEIGHT ■ 
WEIGHT +1, 

As you can s*e the ZX Printer cun- 
ningly disguised a 1 for an i in a 
feeble attempt to louse up my 
Playing Tips. It might have suc- 
ceeded had it not been lor the 
eagle eyes of Christopher Dark 
anti many other readers who 
pointed it out to me. Christopher 



ZX Printer. Ming's going to get a 
right talking to. When I can find 
it u . . 



Chris Smith and Jason Bean who 

earned the Top Tipstar award for 
their maps and tips for Jack the 
Nipper in the August Issue have 
sent in some POKEs for infinite 
Jives for the same game. This is 
very handy in order to become a 
little horror, 

Chris and Jason were also 
quick tg point out that they're npt 
both from Haxby m York. Chris 
Smith is actually from a place cal- 
led Pocklmgton, so I shall have to 
refer to them as the Industrious 
Hackers from Haxby and 
Pocklington from now an. Sorry 
lads, doesn'l have the same ring 
to it really. 



10 REM JACK THE NIPPER 
POKES 

20 REM C.SMITH AND J. BEAN 
30 RESTORE 
40 LETw=1 
5QLETtot-0 f 



60 FOR i=4999fl TO 50070 
70 READ a: LET tot-tot a*w 
SO LET w=w+1 
90 POKE i,a 
100 NEXT \ 

110 IF tot 319540 THEN 
PRINT "ERROR IN DATA 11 ; 
BEEP1 r 1:STOP 

120 PRINT M ; AT 14, 1 ; "START 
JACK THE NIPPER TAPE" 
130 RANDOMIZE USR 4999B 
1000 DATA 0 h 221, 33, 203, 92 
1010 DATA 17, 116, 1, 62, 255 
1020 DATA 55, 205, 86, 5 f 210 
1030 DATA 78, 195, 33, 135, 195 
1040 DATA 17,213,93, 1,17 
1050 DATA 0, 237, 176, 33, 35 
1060 DATA 191, 237, 99, 26, 93 
1070 DATA 33, 209, 255, 237, 99 
1080 DATA 33, 93, 175, 61, 50 
1090 DATA 167, 93, 33, 195, 209 
1 100 DATA 237, 99, 165, 93, 195 
11 10 DATA 0, 93, 175, 50,0 
1120 DATA 170, 33,0, 0,237 
1130 DATA 99, 1, 170, 175,211 
1140 DATA 254, 55,201 



Once again, I coma to the end of 
another montrTs Playing Tips and 

a semblance of normality returns 
to the CRASH office. Tomorrow I 
shall have to Start clearing alt the 
mess away on my desk or | shall 
leel the sharp end of Graeme's 
Doc Marten boot. Sigh. 

Next month f would really like 
maps for Heartland and Pyr&curse 
and T<ps and POKEs on anything 
thai has recenily been reviewed in 
CRASH. Also, any funny or 
unusual POKEs (like The one 
printed this issue for Batman hav- 
ing super human Jeaps) woufd be 
appreciated. 

Mark any correspondence for 
my attention: HANNAH SMITH 
(THE UNDISPUTED GIRLIE TIPS- 
TER), CRASH MAGAZiNE, PO 
BOX 10, LUDLOW; SHROPSHIRE 
SYB1DB 
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Find and destroy Blitzen's secret 
record-pressing plant, hidden deep 
in the 8-island complex of Arcanum. 
200 screens of crafty sprites, foot- 
ping, music, and totally addictive 
meplay! 
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Last month being trad- 
itional holiday time, 
this columnist had a 
holiday! To make up for 
this loss, there are 
goodies aplentiy dish- 
ed up for your ear and 
eye in this slightly 
enlarged section 
including a bolt-on 
keyboard synth for the 128, a ampiifierforany 
Spectrum and the re-vamp of Wham the 
Music Box for the 128. 



MORE 

MUSICAL 

INTERLUDES 



ECHO MUSICAL □□ 
SYNTHESIZER 



Producer HCCS 
Price £59.95 

Samp while ago. we asked HCCSfor 
a review. After a reasonable time 
had lapsed, both the Editor and 1 
ran up several quids worth of 
phone bikl trying to wheedle a 
review copy for me to tinker with. 
Finally, me synth system turned 
up, but on arrival at Chateau Bates 
it was found not to work. More 
phone caJIs. a very helpful service 
department, a second interface, 
still no sound . Eventually it was di s- 
covered that the keyboard had a 
loose connector. Plug in end away 
we go. 

Meanwhile something in the 
back of what passes for my brain 
rang a bell and I went scampering 
through my old leaflets and files. 
Sure enough a few years back 
there was, Tor the BBC computer, 
the very same keyboard and 
amplifier with a rather decent 
music package with tons of voi- 
ces, effects, chords and percus- 
sion. I rubbed my tiny hands with 
glee. However, I quickly disco- 
vered that the Spectrum 128 ver- 
sion was quite different. In fact the 
software is re-written and much 
simplified. 

On loading up the screen dis- 
plays a miserly 8 preset voices. 
Now whilst the sound chip in the 
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128 is not exactly the bee s knees, 
the presets didn't really do justice 
to it. The voices had the right 
shape to them but there was a 
rapid series of dicks that accom- 
panied each sound, caused by the 
software being organised in such 
a way thai each tiny increment of 
volume and/or pitch created a very 
audible click. And as mere are 
plenty of increments for each 
sound this quickly becomes very 
tiresome. 

The preset display allows you to 
crank the pitch up and down either 
in fractions of a tone or complete 
octaves. Pressing the space key 
gets you into the sound editing 
page which consists of a static 

Kph and allows easy access to 
various peripherals of the 
sound: attack; sustain: decay and 
release. Unfortunately, you can't 
hear the changes that you have 
made without flipping back to the 
other screen display page, which 
makes sound editing a somewhat 
tedious process. It would have 
been most useful if the graph had 
reshaped itself so that you had a 
visual guide to the shape of the 
sound, in other words apart from 
informing you about the con- 
stituent parts of a sound shape 



ECHOSOUND 
SPEAKER/ 
AMPLIFIER 



Producer HCCS 
Price E39-95 

This was previously marketed by 
its original developers at £49.95 
and at 5p off E40 r it now represents 
a better bargain. Basically n is a 
twin-cone speaker well matched 
to a reasonable monophonic 
amplifier with tone and volume 
controls. Sound quality is very 
acceptable and it is a handy little 
add-on | Q have about. It takes a 
mini-jack input so you can use the 
data recorder lead to connect the 
mic socket on the Spectrum to the 
Echosound 

The unit itself is mains powered, 
and I was pleased to note that it is 
also internally fused for extra 
safety should you fail to wire it up 




properly or drop it in the fish tank. 
Tiit: unit ife quite compact, about 
24cm x 18cm x 12cm and finished 
in best MFI placky wood. Unless 
you have a hi-fi equipped with suit- 
able plugs handy to your micro it 
makes tor a convenience item that 
is neither cheap nor expensive but 
of good quality. And you could use 
it to amplify anything else you have 
about. 

Hccs plan to market the 
speaker/ampHfier unit along 
with t he synthesizer as one pac- 
kage for CS4.90, including a free 
keyboard tutor for good mea- 
sure. 



(termed an envelope) the graph | 
serves no active purpose, 

The sounds you have created 
can be dumped onto tape and 
loaded back at later dates. More 
omissions — you can t give your 
new sounds a name, so if you have 
created lots of sounds you have 
no point of reference. Mind you. 
the system can only store eight 
sounds at a time, so shuffling 
through a tape to find that wonder- 
ful sound you made at 4am in the 
morning could take some time. 

It comes with a decent full-size, 
three octave keyboard plus inter- 
face: the software is available on 
both cassette and Microdrive. I 
can^ tell you much about the inter- 
face, as both the units I had were 
prototypes and not in their final 
form, No doubt, the production 
version will arrive in an anonymous 
small black box that plugs into the 
expansion port. 

The company who originally 
developed this tor the BSC and 
Commodore machines went the 
way of many other software 
houses — into corporate obiivson 
— and the remaining stock has 
been taken over by HCCS. The 
software for the 128 has been 
derived from the original by a 
development company who are 
headed by one of the original 
design team, and it is this software 
that lets the package down. 

I feel that the software offers too 
few facilities and should 



give you noise-free envelopes for 
sounds! The market is full of far 
superior software controls for the 
same chip and with 128K of mem- 
ory to go at, there is really no 
excuse for omitting such obvious 
provisions as sequencing, note 
display, song files, access to the 
noise channel, chord playing, and 
maybe some additional filtering in 
the add-on hardware. Not to men- 
tion using the MIDI out port pre- 
sent on the 128. 

Although the system includes a 
keyboard^ I f^ it very non-com- 
petitive in today's market. One 
gets a trifte niggled when com- 
panies suggest that users could 
develop their own software for 
expensive products like this ... It 
is one thing to make minor adjust- 
ments to a product by way of fine- 
tuning for personal need, but it is 
another matter altogether to 
launch a very basic product at a 
price which is far from basic and 
then expect the paying public to 
re- design it tor you. 

And why is the vastly inferior 
Spectrum 128 version more 
expensive than the superior ver- 
sions for other micros? 
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THE MUSIC BOX ri 
(48K& 128K) H- 1 



Producer Melbourne House 
Price E9-95 

Author; Mark Alexander 

After trie success of Wham. The 
Music Box, Mark Alexander has 
vastly improved the sound 
capabilities, taking full advantage 
of the sound chip on board the 
128. The original version for the 
4BK machine uses the Beep com- 
mand split by a routine to create a 
duophonic effect and has some 
options for adding percussive 
noise. Note entry is achieved via 
the bottom two rows of keys 
which, In combination with an 
octave key, gives you a range Of 
about five octaves per vo^ce. 

Note values are limited to quav- 
ers only, but you can join them 
together to form longer notes — 
rests are inserted from the ENTER 
key. As you enter notes on the sec- 
ond channel you automatically 
hear the first track along with it, 
which means that bum notes in a 
harmony are instantly recognised. 
Tempo is variable and editing is 
absurdly simply — just advance 
through the tune step by step till 
you hear the offending note, select 





the special effects oc commands 
you have specified as they occur 
during the piece. The effects, 
assignable to each channel indi- 
vidually, are as follows: 
8) altering the envelope volume 
which will help you to get joined 
notes sound smoother, getting rid 
of the rather annoying pulse pre- 
sent in the 48K version. 

b) altering the Individual levels of 
the channels so that a good sound 
balance is possible. 

c) an additional looping facility 
dj the ability to make any channel 
slide up and down in pitch. This 
can produce very spectacular 
effects, 

The display has a volume meter 
like a VU meter on a hi-fi. A piano 
keyboard running across the bot- 
tom of the screen shows you 
where your notes are being piayed 
or entered, with a different colour 
used on the display for each chan- 
nel. The colour of the screen bor- 
der can be altered to suit. 




the channel and overwrite, There 
is also a looping facility for each 
channel so that sequences can be 
set up or repeats of the whole 
p iece can be arranged 

So how does the 128 version 
improve on this? Plenty, is the ans- 
wer. The opening turn for the 
screen display is 4 Peter Gunn 1 in a 
cleverly designed arrangement 
that shows off the three channels 
of sound plus percussion. Each 
channel can be set to produce a 
different sound by some- rather 
clever software that allows you to 
design your own sound envelope. 
Note entry and editing is very 
much the same as in the 48K ver- 
sion and the display shows you 
where you are in the piece as the 
notes scroll past a fixed point. 

Each channel has a window dis- 
play showing you which sound 
envelope number it is using com- 
plete with a graph of that envelope. 
It also registers the note number 
counted from the beginning of the 
piece, A larger window flashes up 
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From the main menu, apart from 
the usual load and save options, 
there are help pages and sections 
dedicated to defining the sound 
envelopes. The latter are noise- 
free and produce some pretty 
good sounds. The envelope edit- 
ing cleverly uses a set of bar 
graphs that shape the sound via 
the arrow keys, each alteration 
being plotted in an adjoining win- 
dow, ft comes with eight preset 
sound envelopes so that you are 
not completely at sea. When trans- 
ferred to the main display each 
sound graph is reproduced in mini- 
ature in the channel window. 

There are also nine preset drum 
noises that can be varied far more 
than on the 48K version: a wider 
choice of frequencies and vol- 
umes is available via the envelope 
edrting procedure. Any percussion 
effect has to be put onto one of the 
three channels but you can switch 
from percussion to notes within 
each channel, and with careful 
planning the loss of one channel 



Mark Jones of Northampton 
has senl m a H/ftam' Mu$ic Box 
generated tape of aboul 14 tunes 
for my approval — Gosh I could be 
a music cntic as well 1 ' Anyway, 
they are passable and are a good 
example of what you can do if you 
put your rrund to it. Mark also 
suggests that owners of tNs prog- 
ram can have flashina borders in 



for an instant is not notteable. 

Your homespun masterpieces 
can be saved to RAM disc as well 
as cassette. Like the48K version it 
has a compiler which produces a 
machine code routine which lets 
you put tunes Into programs of 
your own creation. 

The accompanying documenta- 
tion and instructions are all fairly 
accurate, although the key refer 
ence guide needs amending for 
the 128. For example the L sfep 
back one note' command only 
worked when S Y M BO L SHI FT was 
hetd down. CAPS LOCK and P 
independently allows you to step 
through the tune event by event 
(note by note as they occur). But it 
does Hst a get you started p tune 
for you to enter, as well as six pre- 
programmed tunes that put The 
Music Box through it s paces very 
successfully, even if some of the 
tunes are a wee bit inaccurate, 

If improvements are to be made. 
I would like to see some sort of 
advanced editing whereby defined 
sections of the tune could be filed 
away and re-ordered into a song 
format. Self-created envelopes 
could also be stored in this way to 
allow access to the sound 
parameters more quickly: an 
envelope file as it were. 

If you wereonlygoingtobuyone 



time lo their ditties by lypmg m: 

POKE (Start Address of tune) ■ 
132,1 a 

thai ls to say, if the start address of 
the Whampiloti tune us 32768 you 
would type in: 

POKE 32900,19 



music program, then buy The 
Music Box for the 128 Its a 
definite winner, and will take a lot 
of beating. 



Quick gripe time. If you are send- 
ing me a cassette please, please 
mark it with your name and what it 
is to run with and whether it con- 
tains audio or data, Chateau Bates 
is getting a bit flooded with 
unmarked cassettes and extreme 
conf usion late at night is not good 
for the health. 

Finally this month a simple 
music utility for those of you who 
need a metronome. Simon and 
Terry Graham have sent a simple 
metronome program, ft displays 
an animated metronome that begs 
you to enter a number of beats per 
minute, and then ticks away giving 
you the right amount of bleeps per 
minute. Metronomes are about 
E1S-45 in the shops, but a quick 
fee of £150 to 14 Oxenton Croft, 
Halesowen B63, West Midlands 
should ensure that you can keep 
good time wh ile you play. 

Keep the tapes coming in, and if 
you have difficulty with 48K music 
programs not working on the 128 
machine, let us know and we'll see 
what can be done . . . 
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AL for ALL SfHfcrlrurn *a k A Pfu* iiwni*rt our e n pa utility for 
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backup «nd drive convenlm. 

* Simple operation for feat toadors - 
measured 

s Integrated header reader, manages haoderless hrodt* 

pujs Many other features - a unioue product* 

COST only £6 9fl on tape Qfi f7.W on m/driv* cart 



TRANSFER PACK 2 - FOR TAPE TO DHtVE TRANSFER 



pr^r?™ 1 Pr * 9ra ™ '«C1U0IHC HTUB. ^Zr WBSm KKS VL Uir' of™? 

* Deta*! s y ive n nn L> a nstfer of 40 prog rams. 

* Manage* virtually all tf*kv loaders. Byc« chopper /jplinsr, header radar, etc 

\VSS?Z2* dFlve *V5tem (eg m /drive, Opus disc, mc\ 
ONLY £ T 1 .99 on tap* OR £ 12.99 on iWdriva cart. rNf ORMATION SHEETS ff 1 each (up 
"Hildas many top ZPhjts - SAE fur I ist 



MICROTIS AN S - M /drive utility 



Two program - a rrjus for ail m/driva owner* Fast and EASY DRIVE 10 DRIVE 
back-up, TAP€ TO DRIVE («m: headarJtresl - does MOT CONVERT FTOGRAMS 
flutop^B erase program (inc luteal, printer outpulr flic, otc 



ONLY £4,99 on tape, f 4 03 on cartridge 
OVERSEAS: add t ' F Lirdpfl, | 



ch UPDATE SERVICE -SA£ 1 0 r daJarts. 



LERM.DEPTCR, 10 BRUNSWICK GPNS, COftBY. W0R1HANTS KnT 
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SUMMER SALE SUMMER SALE SUMMER SALE 



£29.95 



SPEC -MATE £29 - 95 

THE BEST BACK-UP INTERFACE - 116% SUCCESS TO I 
|TAPE*Tl)RBO TAPE *M/DRiVE*WAFftDR[V£*fiETA*0PU5. 

The transfer procedure is simplicity itself"- Crash 
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II^ESCREC^NO EXTRA SOFTWARE REARED (EXCEPT OPUSji L 
lOFiJS TAPE il EXTRA NOT COMPATBtE WITH SETA + 

CHEQUES OR POSTAL ORDERS FOR (FULLY INC.1 TO 
A.T.&y.COMPUTWGLTD 35 VILLA RD LONDON SW37NC 
Enpflf t ordCTK Europe 4 £1 Wfltld wic)«+ft Inf o;SAE or Td (t-733 6175 
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This month Simon 
Goodwin investigates 
Spectrum 1 28 sounds, 
joystick repairs and 
mains interference, 
He also reviews two 
packages intended to 
turn all and sundry into 
programmers and 
games designers! 



BACK TO BASICS 



There must have been hundreds 
of books published that promise 
to teach "anyone" to write BASIC 
programs. Even discounting the 
ones by Tim Hartnell and Ian 
Sinclair 

It is now fashionable to publish 
book and cassette combinations 
— where the cassette is little more 
than a consolation prize for the 
unlucky purchaser, when he or she 
discovers that the book is 
impenetrable to anyone lacking a 
degree in maths, a dictionary of 
computing and the ability to learn 
entirely by inference. 

Despite this dismal pedigree, 
and a typically cliched trtle h Jim 
MattlarHfs Basically Speaking 
package is a good effort, and may 
well teach a few Mums, Dads and 
{notoriously ignorant) Computer 
Science teachers what program- 
ming is all about. 

BASIC ASSUMPTIONS 

The package starts out from the 
assumption that ihe reader is 
interested, but probably non -tech- 
nical; perhaps a bit overawed by 
computers, not given to much 
reading, and not necessarily 
equipped with 'O* level Maths, 
Many books claim to use a similar 
starting point, but they don r t main- 
tain it for long . . . 

The last paragraph comes from 
the covering letter which came 
with the CRASH copy of Basically 
Speaking r Jim Maitland has cer- 
tainly done his homework, as 
indeed one might expect of a 
Physics teacher with two teenage 
computerholic sons. Just to make 
sure that I spatted all his hard 
work, he includes a careful critique 
of other 'beginner's BASIC 
books, and an analysis of his 
response — he's definitely taking 
no chances with reviewers! 

Fof Ea.95 you get the usual 
black plastic binder holding a 100- 
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page paperback book and a data 
cassette The text has been pro- 
duced with a daisywheel printer; 
the layOHJt is neat and there are 
plenty of diagrams and gaps to 
keep things looking interesting 
Some rather twee cartoons pop up 
every so often — sometimes these 
add to the text but they're often 
more embarrassing than illuminat- 
ing. 

General interest books written 
by teachers often fall down 
because they patronise their audi- 
ence. To some extent Basically 
Speaktnp falls into this trap, The 
author aims to write for young and 
ckJ, but sometimes he unneces- 
sary divides his audience. Over- 
all , though, the text is carried by Its 
conversational style and relaxed 
humour. 

The book starts with a brief, 
friendly introduction, containing 
two 1 Golden Rules': 

1 Don 't wond&r what would hap- 
pen if . . . Try rt out Experiment fBe 
bold. Pressing wrong keys won t 
harm the computer, 

2 tf it refuses to respond, no matter 
what you do r just switch off and 
start agafn. 

Armed with this exceffent advice 

— which trades much of the mys- 
ftque of computers for fascination 

— the reader is gently introduced 
to the compute* keyboard. 

There are different versions of 




the book for Spectrum and Spec- 
trum Plus users. The publishers 
thi nk that the begin ner has enough 
to cope with initially without having 
to wade through footnotes and 
brackets to find out which phrase 
or statement applies to that par- 
ticular machine. It is a shame — 
especially given the large market 
that this book should find in shops 
—that the two editions are not dis- 
tinguished by pictures of the target 
machine on the cover. Retailers 
need all the help they can get. 

CURRICULUM 

The course consists of twelve 
units< covering most areas of ZX 
BASIC: arithmetic, decisions, 
loops, strings, arrays, sound and 



so on. Each unit consists of a few 
pages from the book, and a couple 
of short programs on tape. The 
text is strewn with simple but 
ingenious exercises, with solu- 
tions provided. 

The book ends with an append i x 
about keyboard fingering, a brief 
glossary and an index. The prog- 
rams on the tape are sirnpte and 
tend to crash if you type gibberish 
into them, but they re easy to list 
and understand. 

The course does not go into any 
detail about graphics, and rt cer- 
tainly doesn't teach programming 
as a profession or as an engineer- 
ing discipline — the coverage is 
practicaf, with virtually no theory. 
But — within its brief — Basically 
Speaking is accurate, friendly and 
fun. 



ANY GAME YOU LIKE 



Argus sorrwAFiTs Arcade Creator 
is a package aimed at a very diffe- 
rent market — people who 
definitely DONT want to learn to 
program, but who still want to 
invent games. 

Arcade Creator is a package in 
the tradition of ouickbilva's 
Games Designer and Hurg from 
Melbourne house. The aim is to 
distil the elements of a game 
design away from the underlying 
program — so that you can pro- 
duce original games simply by 
designing the graphics and select- 
ing from pre set play options. 

Quicksilva's package was easy 
to use but very limited — it came 
with eight demo games, with each 
one packed into 1K of memory. 
Hurg was more flexible, but not 
much. Both had the flaw that you 
had to load the main package 
before you could load a game of 
your own. Arcade Creator 
removes that restriction, but 
brings its own disadvantages. 

For £ 14.95 you get yet another 
biack video box with two casset- 
tes and a ten-page typeset manual 
rattling around inside. The 
documentation Is rudimentary: 
just a tour of the tape contents 
f rom Tape 1 Side 1 to Tape 2 Side 
2, with commentaries on the pro- 
cess of game design en route. 

The text is readable and restric- 
tions are clearly stated, usually 
with a helpful explanation. I found 
the 2' key listed in place of Z k at 
one point, and could not fmo the 
■game control keys listed any- 
where, but both of these faults 
were easy to correct by experi- 
ment. 

Tjiu Us&i (hmo 1 Atkyn^udaing 
any kind of design program is look 
at the examples provided, rn thi- 
case I just got a ten -screen plat 
form game, by the name of Nutty 
Gnome. This is a bad advertise 
ment for thy package, and cer- 
tainly too poor a game to be p 
lished separately by any 
^shed budget house. It takes rn - 
back to early 1963, with tfs inaccu- 
rate collision detection and flicker- 
ing, blocky graphics , including 




build up backgrounds from user- 
defined characters: you can only 
use a total of 84 characters in all 
twenty possible screens, so 
background graphics have to be 
simple or horrid. If you abandon 
graphics altogether you can 
design a game wrt^^^l^sc- 
reans' op , si riot ly, attack waves. 
Don't bother if you've already got 



AS LONG AS ITS 






ckage lets you design two 
typ« of game: simpie platform 
games (without Nfts, belts or lad- 
\, and with a fixed jump dis- 
tance] or i-haseand shoot 'games 
wh&ma character moves around 
thi Scr een shooting baddies and. 
barrier-.. :\-\d collecting treasur 
weapons, keys, glasses or what 
ever. Many commercial garner 
een designed around these! 
s, but they're getting ; 
V programs tended to J 
jres to the bare bones, liketh 
ropes pn Je t Set Witty or the movin 
platforms in untMoa Egg. 

In either case you must start by 
designing the sound effects, 
sprites [moving graphpes) and 
user-defined characters whTchwilij 
JlflJi£ed_iQ_byMjU& background! 
pictures. 

Sprites are designed on a 1 6a 1 6 
pixel grid — aboui average for 

nffl^tly better Than the 12*12 ai 
quicksjl^a Games Designmi 
<te& are drawn by colouring 
poifflon a grid; the complete pat- 
tern Cflri be 'rotated" in 90 degrea 
stepsr, 'jeMected' to face the other! 
side of the screen, or "inverted 1 by 
swapping coloured and empty 
points. You can design up to 21 
sprites, each of which can have up 
to fdS steps of animation. As the 
game played the sprite cycles 
quickiy through the steps, so that 
it looks alive. 

UlH-defined graphics are 
drawn in a_ similar way, but on an 
8x8 gnd 
fn 

litems 



^ graphics are stored 1 




just about any noise that can be 
made up from a single fluctuating 
tone, including sirens, buzzes, 
bleeps and 1 white noise' explosion 
effects. The program stores up to 
eight different effects, and any six 
of these can be associated with 
events during the game — colli- 
sions, tevel changes, and so an. 

The graphics are frozen while 
sound effects are produced — as 
on most early Spectrum games — 
but this doesn \ mailer much if you 
keep the noises short. There's no 
continuous music during pfay , but 
a jingle is played before the game 
starts — there are three pre-set 
possibilities 

The screen designer is very 
limited. Your pictures must be built 
up from smalf user- defined 
graphics, rather than tines and 
shapes drawn freehand. The 
results look like a Lego building 
site. 

I After designing that lot you m u st 
save rt aH on tape and load a sec- 
ond program, which leads you 
through a set of questions about 
Ihe game, such as its name, the 
[lumber of screens, and the game 
ype. A decreasing bonus score 
;an be pre-set, with an option to 
top play if the countdown 
aches zero. 

Then you assign sprites to be 
blayers, enemies, missiles, trea- 
Ly|^Q^^^^s|jttn^hHjr^ 
positions, movement {if any, in 

i directions At twtfve possible 

speeds), and the effect of gq\ 
fcions with other sprites and tl 
background. You set the in it] 
Direction of movement, but tj 
lest of the path depends 
What gets in the way. 
I When you've positioned afl 
programmed every sprite on every 
tcn&en you can load a third prog- 
Stem to produce a separate 
file which can be loaded on its 
own. 
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is very clever, and 
ne r but it's not the way that 
ames are designed. You deve* 
real games interactively — yJB 
position the graphics and pfay far 
i= while, then yuj aqiust ' i.he 
background to make things easier 
or rti&r* difficult, fiddle w<1h the 
fepeeds, add and remove sprites, 
fend generally build things up 
piecemeal. 
Even the mos* brilliant and 
aperienced game designers use 
is ad hoc approach to get things 
olute4y spot-on. It is even more 
rtant for beginners to be able 
experiment; yet it's virtually 
Impossible to work thai way witn 
prbade Creator, because you have 
|0 save and re-load everything, 
d troll through the question and 
er sequence, every time you 
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make a change- 
Ail three sections of the package 
should really be built into one 
program. The second two parts 
agree largely programmed in 
BASIC, so it should be possible to 
make them much more concise by 
re- writing them In machine code. 
Arcade Creator rum on the Spec- 
trum 128 but does not appear to 
make use of the extra RAM Nor is 
there any support for disks or Mic- 
rodrivas. 

If you're interested in games you 
may be able to while away a few 
evenings playing with Arcade 
Creator. But if you really want to 
design and test your own games 
it's no alternative to 'rear prog- 
ramming. Arcade Creator lets you 
fiddle with pre-set games, but it 
doesn t give you the freedom to 
design anything really original. 



SPIKED! 

Picture this: you're just about to 
score your best ever on Olympic 
Death Set Dragonzone (or what- 
ever); then you hear a click from 
the fridge or the central heating; 
the TV picture flickers and random 
graphics appear ail over the 
screen, soon followed by that hor- 
rible c 1982 Uncle Clive message . 
You've been spiked? 

Even momentary interference in 
the mains etectriCFty supply is 
enough to stop a computer. Lots 
of etectrical appliances — espe- 
cially ones containing etectric 
motors — can generate spikes 
which upset the precise timing of a 
Spectrum. 

Back in June we looked at 
□uraplug's yadge' which arts bet 
ween your compute* and the waH- 
scicket, isoJatingthe machine from 
the worst excesses of the Natio n a i 
G rid. The snag was that it cost £18, 
which might be good value for a 
business user but is a high prece 
for the home gamester to pay. 
especially If problems are rare 

You can probably guess, what 
comes next - TECH TIPS 
enthusiast A! Strafcer has written 
in with details of a simple mains 
that you can knock up for 

some commercial ^models, but it 
works pretty well on all but the 
biggest spikes. 

SERIOUS BIT 

The spike suppressor fits inside 
your mains plug, home of iethal 
amounts of electricity. You MUST 
be very careful when installing it, 
and follow our instructions pre- 
cisely Do not under any cir- 
cumstances, start work without 
consuming an adult first, if in any 
doubt whatsoever, take advice 
from an electrician or ignore this 
project and buy a commercial 
filter 

Our filter uses a component cal- 
led a Voltage Dependent Resistor. 
These devices can be wired bet- 
ween the live and neutral mains 
wires — the two shorter pins on a 
1 3 amp plug. They take virtually no 
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current at the normal mains vol- 
tage, but react very quickly to 
high-voltage spikes, when they 
absorb the energy of the spike r 
'clipping' it to a low level. 

The diagram shows how Al fitted 
the VDR inside a normal mains 
plug. Unplug all your equipment 
and leave it for an hour before you 
start fiddling around. 

It is VITAL to cover the metal 
legs of the VDR with plastic sleev- 
ing from a piece of wire, so that the 
egscan*t touch together. 

Check your work and make sure 
that everything is securely 
screwed down. When you close 
the plug make sure that the VDR is 



not crushed; in a few cases you 
may need to replace the plug with 
a different model to ensure th*s. 

If you put a VDR on each part of 
your system that contains a pro- 
cessor {eg the computer and 
printer) you Should find It noticably 
more loierant of interference. 

Make certain that you get a 240 V 
component, maplin sell VDRs 
under the part name HW13, for 
48p each — they're also quite 
widely available from electronics 
and Tv repair shops, 

This is an easy project for those 
who know what they're doing, but 
it's very dangerous for anyone 
else- IF IN DOUBT, DON'T TRY IT. 



SOUND AND VISION! 



One of the main flaws of the Spec- 
trum is the way that everything 
else stops when sound is pro- 
duced. Clever tricks with inter- 
rupts and short beeps can give the 
appearance of simultaneous 
sound and animation, but it is just 
an illusion; the more sophisticated 
the sound the slower everything 
else will become. 

The Spectrum 1 28 — like most 
other home computers — con- 
tains a chip that can generate 
three sounds without holding up 
the processor. Unfortunately 
Sinclair arranged that the PLftY 
command, and the corresponding 
ROM routine for machine-coders, 
should take control of the machine 
so that nothing can happen at the 
same time. 

Tim Parsons has written in to 
ask if anything can be done about 
this; for example, he wants to 
know how to read the keyboard 
and play a tune simultaneously. In 
fact that's quite possible, rf you 
understand the inner working of 
the 128 sound chip; you still have 
to send it Instructions when you 
want to change the sound, but it 
can happily bteep away while you 
get on with other things. You can 
even use the sound chip while your 
126 is m4flk mode! 

The AY 3-891 2 sounds are con- 
trolled through two Spectrum 
ports. You can write to these from 
BASIC or machine code with the 



OUT instruction. 

Values between 0 and 13 may 
be written to port 65533 — these 
select between various controls 
inside the chip. Once .you've 
selected a control, new settings 
are sent to port 49149. You don't 
need to re- select the control if you 
want to change the same setting 
more than once — but remember 
thai you can only selecl one con- 
trol at a time. 

Time for a practical example. To 
avoid typos I'll assume that CON- 
TROL is a variable set to 65533, 
and SETTING is a variable holding 
49149. To sound a foud bleep on 
channel 1. 

OUT CONTROL, 7: OUT SET- 
TING, 62: REM Turn on channel 1 

OUTCONTflOL.-hOUTSET- 
TtNG. 50: REM Set channel! 
pitch 

OUT CONTROL, OUT SET- 
TING, 15: REM Set channel 1 vol- 



To stop the noise, enter 

OUT SETTING 0 

You can control every feature ot 
the chip with similar commands. 
The various controls, and valid 
settings, are listed in the table, 
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Sound controls and settings 



CONTROL SETTING 



0 


Fine pitch, channel 1 


0-15 


1 


Coarse pitch, channel 1 


0-266 


2 


Fine pitch, channel 2 


0-16 


3 


CnaRp n i tr* h h a n n pt 9 


rt _ occ 

V S93 


4 


Fine pitch, channel 3 


0-15 


5 


Coarse pitch, channel 3 


0-255 


6 


Noise generator pitch 


0-31 


7 


Mixer- see text 


0-63 


e 


Volume, channel 1 


0-16 


9 


Volume, channel 2 


0-16 


10 


Volume, channel 3 


0-16 


11 


Envelope length (coarse) 


0-255 


12 


Envelope length (fine) 


0-255 


13 


Envelope shape 


0,4,8-15 



This is what you do. First pick your 
channel, then use its coarse pitch 
setting to get roughly the right 
note. Put a value between 0 and 
1 5 into the 'fine' control to get the 
pitch spot-on. You can control the 
volume In two different ways — 
either directly, by writing a value 
between 0 and 15 to the corres- 
ponding volume control, or indi- 
rectly by setting the volume for 
that channel to 16, in which case 
the volume will be taken from the 
'envelope generator 1 . 

The envelope generator' is a 
circuit that makes the volume fluc- 
tuate in vana us ways, ns nnnwn in 
your Spectrum 128 manual. You 
can choose between ten shapes 
of fluctuation by adjusting control 
13. The settings of control 11 and 
1 2 determine the speed of change, 
or the 'length' of the envelope, in 
units of roughly 1 /6900 second - 

The noise' generator produces 



various varieties of hiss depending 
upon the setting of control 6. 

The only tricky control Is number 
7 — the mixer. This turns on or off 
each of the three channels, and 
selects whether the channel pro- 
duces noise or a note. 

The easiest way to understand it 
is to assume that the 'normal 1 set- 
ting is 63 — this makes the chip 
silent. Subtract 1 from this for 
notes on channel 1 . Subtract 2 for 
notes on channel 2. and 4 (yes, 
four!) for notes on channel 3. Sub- 
tract 9 for noise on channel 1. 16 
for noise on channel 2. and 32 for 
noise on channel 3. 

Thus, to put notes on channels 
1 and 3 and noise on channel 2, 
you'd write {63-1-4-16) to control 
7; interestingly, this vaiue is also 
the ultimate answer to the Ques- 
tion of Life, the Universe and 
Everything. 



JOYSTICKS 
REJUVENATED 



This month's E20 of software goes 
— by a narrow manghi — to DK 
Armiger, who's hardware hint 
costs precisely nothing — as long 
as you eat canned food! This pro- 
ject breathes new life into aban- 
doned Quick$hot2 joysticks. 

You'll need the lid from a used 
baked bean t in (or sonnet hi ng si m i - 
far), a couple of paper fasteners 
(the folding sort with a stud fop and 
two blades underneath), plus a 
small drill and a knife or pair of 



the Editor hasn't lost it, there will 
be a picture of a broken switch 
plate somewhere around this arti- 
cle. 

The joystick fails when the 
blades of the propeller snap off, or 
the ring hofding them together 
breaks. In either case you must 
drill out the rivets and remove the 
metai. replacing it with something 
more sturdy. 

DK has found that a tin lid forms 
an excellent basis for a new 





Circuit Board 



CUT OUT NEW SHAPE 
FROM TIN UD 
BEND UP SLIGHTLY 

TO REPLACE RIVETS USE 
PAPER FASTNERS AS SHOWN 



\ 




TV 



strong scissors. {This column gei 
more tike Blue P&ter every month! 
-ED) 

DK explains that he's worn out 
three Quickshot Fs over the last 
couple of years, and they ve all 
failed for the same reason — 
blades have snapped off from the 
thin metal switch assembly, You 
and I might have chosen another 
brand of joystick after having this 
happen once or twice, but DK 
stuck to the Quickshot, which has 
apparently sold over four million 
units since its introduction, (^m nol 
guessing to how many people!) 

To fix your stick, undo the 
screws underneath and take out 
the circuit board. You should find 
a piece of bent metal shaped a bit 
tike a propeller, riveted onto the 
] top face of the board. Assuming 



switch. You can use the original 
part — or what's left of it — as a 
template when you cut out the 
replacement be careful not to cut 
yourself on the edge of the tin, 
Then you must drill holes so that 
the paper fasteners can be used to 
hold the metal down on the circuit 
board. Fold the metal blades up to 
match the original plate, and 
screw everything back together, 

tf you've been careful the new 
arrangement should outlast the 
onginaJ switches, 

That seems like a good point to 
stop! Thanks for aJI your tetters; 
please keep writing tor 
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TAKING... 




DESIGN 

..TIQfR 

MOUNTAIN 

THE ODDS ARE 
AGAINST YOU! 

You'll have to plan for the future 
and use your tactical skills to 
take the attack- tank through 
to "TIGER MOUNTAIN' ! 
"TAKING TIGER 
MOUNTAIN" is in 3D colour, 
i set in a real-time battle 

environment, which makes 
it the most advanced 
battle simulation 
available. 

FortheAMSTRAD 
CPC Range. 



nElilEM* 

THE COUNTDOWN 
HAS BEGUN... 

One man stands alone to defend the 
ultimate weapon "NEMESIS" from 
the Andromedan robot forces. 
He has to escape with the 
"NEMESIS" intact, or start the 
countdown to self-destruct. 
Time is running out, every 
second counts. . . 
For the SPECTRUM and 
AMSTRAD CPC Range. 



Selected "Design Design" titles 
are available from:- 







flJLl 



WHSMITH 

and all leading software 
stockists, or direct from:- 




Design Design Software, 
125, Smedley Road. Cheetham Hill, 
MANCHESTER M8 7RS. 
Trade enqiiries: 061-205 6603 
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BE ADVENTUROUS 



g 



F YOU TAKE a careful look at the review section this 
month you will notice every game eacept Mandra- 
ore, a D&D style game written in France , uses The 
uill as a means of converting the adventure writer's 
ideas into code. The Quill la a superb utility for adven- 
1 5 tune enthusiasts to create their own adventures, and 
" has been used to create eorroe highly commercial 
games (Hampsieatf for example^ but 1 think its use 
by almost every ad venture concern will, in time T 
devalue both the look and feel of the adventure. 

Adventuring before The Quill was a far different story. The tack of 
constraints on formal and programming led to a wide range of con- 
trasting styles and made the task of reviewing Spectrum adventures 
a pleasure; ft waa never certain what surprise the next postal pac- 




kage would bring. When reviewing the games it became clear there 
was a fundamental link between the format chosen, the program- 
ming techniques used to fulfil the game s tasks, and how good the 
game fared in the review. With The Quill, no options are allowed on 
format and programming which leads to cloned adventures sharing 
fundamental fallings, such as in the field of vocabulary, All Qui Ned 
games share the same commands and the room for clever manipula- 
tion of text is all to evidently lacking. 

The Graphic Adventure Creator has no sooner arrived than it, ilka 
The Quill, is hailed as an adventuring breakthrough. I would agree 
with the view that this new program is indeed a superior utility, but it 
will only create a limited number of topnotch games. This will be due 
to the lack of inventiveness on behalf of the writer fre same lack 
endeavour which caused them to seek the crutch of a utility in the 
first place, level o have shown with their chart success that own- 
code adventures are highly respected and It is my guess that many 
adventure-writing aspirants would be better to seek the services of 
a moderately competent programmer than plump for the overstated 
utility. 



THE BOGGIT 



Producer CRL 
Price £7.95 
Author Delta 4 

The name behind deu* 4 i s one Fer- 
gus McNeil. He brought you 
Rohm of Sherlock and Bored of the 
Rings and now he's waylaying us 
with his latest offering — me Bog- 
git, Bored Too (two, that is). Regu- 
lars to the column will remember 
how I enjoyed both of Fergus's ear- 
lier offerings but wondered how 
universally funny the jokes actually 
were, in The Boggtt. the comic 

Kniuss talent has been trained, 
xraed and profitably directed 
towards the one theme — taking 
The Hobbtt computer game to the 
cleaners (although the thought of 
cleansing isn't quite the right anal- 
ogy here) ! 

Everyone who has played The 
HobbitwW find something to laugh 
at hers, and even Tolkien illiterates 
will realise something funny's 
going on as Bimbo struggles with 
supposed friend and foe alike to 
try and emulate the exploits of 
Bilbo in the original- This game is 
awarded a SMASH not just 
because it is amusing at the 
expense of a game and a theme 
familiar to everyone but due to its 
standing as an adventure — the 
game reads well, plays welL and 
the presentation is slick and 




polished to a tee, 

A comfortable tunnel -I ike hall is 
Bimbo's home and there's the 
famiiiar round green door set in the 
middle of a very familiar picture not 
unlike the first frame of The Hobbit 
(remember how delta* mimicked 
Robin of Sherwood pictures in 
their last spoof)? OPEN CHEST 
and 'Bimbo. .couldn't quite see 
inside. r Any adventurer worth his 
sail wilt recognise a prompt to 
action here and so it is that the 
intrepid explorer clears the first 
hurdle, but only after dodging the 
very real threat posed by some 
glamorous milk choccies accom- 
panied by a card and delivered at 
great risk. Typically the chocs are 
explosive and are delivered by 
none other than that conniving ras- 
cal Grandalf: Suddeniy, there was 
a resounding crash, and Grandalf 




tarzaned in through the window, 
collapsing elegantly on the floor 
beside Bimbo. He hastily fumbled 
about in his robes for something, 
then placed a box of chocolates 
and a card carefully on the carpet 
before scrambling out through the 
now broken window'. Much longer 
passages than this pop up 
throughout the adventure and 
because they are so weJI-written 
add immensely to the tun and 
atmosphere of the game. 

Assuming players can suss the 
combination lock on the green 



door and side-step the exploding 
chocolates they might like to 
explore the Boggit-hole with the 
super EXAMINE command. As an 
example of how full this adventure 
is let's take the toilet area which 
one might have assumed to be a 
bit of a backwater (no rude joke 
intended). Uspng th is com imand we 
learn how the toilet looks a bit 
dubious, how the sink contains 
some ancient mouthwash stains, 
the medicine cabinet to be sec- 
urely welded shut, and the ftoor 
tiles to be a bit wet but otherwise 
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MANDRAGORE 

Producer Infogrames 
Price £9-95 



uninteresting. This is an aspect of 
adventuring I enjoy very much — 
the idea that there are many nooks 
and crannies to explore which may 
rjr may net have some direct bear- 
ing on' the outcome of the adven- 
ture. Using the toilet gives nse to 
the following gem: "Bimbo tries to 
make use of the toilet. Suddenly, a 
huge, bottle-shaped monster 
reared up out of the bowl and bit 
him horribly 1 See you soon' it 
gurgled unpleasantly and sank out 
of sight: Before I leave this area of 
the adventure, a tip to those read- 
ing: if you are having difficulty with 
the combination and can't get out 
of this bit r type HELP and take the 
advice literally. 

After meeting up with the 
dwarves, Bimbo is thrust into the 
middle of a TV qui2 show, com- 
pared by Grandalf, which poses 
the question, 'Birnbo Faggins, we 
have here a 14th share of Thorny 's 
dwarvish treasure. How much do 
you think it's worth? 1 The prize for 
getting this question right is not a 
breakfast tea service but an 
extended camping holiday which 
sounds remarkably like one of 
those nasty adventure quests with 
dragons and the ilk. But firsl 
Bimbo must get through his han- 
gover from drinking too much 
dwarvash ale, and Grandalf and 
Thorny the Dwarf must settle their 
differences after an argument and 
fight over Grandalf s tricking 
Thorny 's dad, Drain, out of a key 
and map leaving the old demented 
dwarf incarcerated in the nec- 
romancers' mental hospital, This 
imposing building can be found 
along with many other such sillies 
gn the inside cover of the inlay. 

No opportunity has been mis- 
sed to poke fun at the Tolkien map. 
Old ford lies opposite a picture of a 
new Ford uncannily like a Ford 
Sierra, a new forest trunk road 
goes nowhere but almost reaches 
the municipal golf course, and 
even Ludlow gets a mention along 
with the likes of Weeble World and 
The Great River Anadin. 

I'll leave you with the first verse 
of the dwarves 1 song nnging in 
your ears. 

We're dwarfs, we're dwarfs, all 
doomed to die 

We ll probably finish in the dra- 
gon's pie 

So we'll take of Birnbo Faggins, a 

reat cement head 

Hopefully 'ol Daug will eat htm 

instead 

Sing: Hog the gokli Pass the buck* 
Split Birnbo 's share between us. 

Difficulty: very playable but still 
some tricky bits 

Graphics; a few, very average, but 
pleasant 

Presentation: neat redesigned 
character set good 
Input facility: verb/noun 
Response: fast Quill response 
General rating: good, witty stuff 



Atmosphere 92 

Vocabulary 86 

Logic 83 

Addictive quality 94 

Overall 90 



You know, when you've spent 
some time in the reviewing busi- 
ness you begin to sense good or 
bad things about a game the 
moment you load up h or in some 
cases, even earlier as you start to 
plough your way through the 
instructions. As a rule, if the 
instructions are overly complex or 
garbled then the game will turn out 
to be difficult to play and, more 
H-annoyingly, not worth playing in 
any case, 
Mandragore is one of those 



games Where the overly involved 
instructions are a sign of confusion 
over where the game begins and 
where it is going, if anywhere, 
Perhaps some of the fault lies in 
the translation as infoorames are a 
French outfit (hence the 
'chateaux' rn the instructions) but 
this can only be part of the excuse 
as the instructions are readable, 
If s just that they are constructed in 
a way as to make reading them at 
least three times a must before any 
proper attempt can be made at the 
game, 

The player's attempts to come 
to terms with the game's com- 
plexities are further frustrated by 
the mixing of Commodore, 
Amstrad, Apple and MSX instruc- 
tions (including disc information) 
with those for the little old Spec- 
trum. Throw in one or two other 
major irritations like characters 
that disappear on screen because 
they have parts that are the same 
colour as the background (surely 
unforgivable) and an ending to the 



game which is so messy that the 
first indication is that on checking 
your characters they would all 
appear to have expired, and you 
have a game that goes out of its 
way to annoy and perplex rather 
than engage and entertain. 

That said, I somehow mustered 
the patience to get somewhere 
with this one and discovered an 
adventure heavily based upon 
Dungeons and Dragons. TTie 
structure of the game is novel , 
what with its main game code on 



one cassette and data relating to 
each one of ten chateaux on 
another. When the data pertaining 
to a chateaux is needed, signalled 
by a prompt on the screen, this 
data is then loaded from its posi- 
tion on the other cassette. 

Syrefa's Adventure is the first of 
three options offered at the start, 
the other two being Your Adven- 
ture, where you form your own 
team via a questionnaire which 
appears on screen, and Old 
Adventure which is the option to 
aJlow a saved game to be resumed 
{restarting a game left off in a 
chateaux involves reloading the 
castle you were in at the end of the 
previous game). 

Syreia's Adventure is recom- 
mended for the novice, as here a 
previously selected team of four 
characters is offered already 
ascribed names, races, occupa- 
tions, gender and characteristlcs. 
These last are the familiar D&D 
labels or pseudonyms Constitu- 
tion. Strength, Intelligence, Wis- 



dom, Dexterity and Appearance. 
DAD aficionados will quickly 
equate this game's Knowledge 
with Q&D T s Intelligence,, and simi- 
larly, Appearance with Charisma. 
These are given values between 5 
and 20 and never exceed 80 in 
total, in addition, each team 
member begins with 50 life points. 
20 food points, 50 money points 
and no experience. The Level, 
which starts at one, is an indication 
of the maturity where a higher level 
signifies a more invincible charac- 
ter who is better able to undertake 
hazardous and difficult deeds. 
The choice of race shows the 

Seatest deviation from DSD with 
e non-standard Mi-Orc and 
Qbbit along with the more familiar 
Dwarf, Elf and Human. Occupa- 



tions are more in line with D&D ter- 
minology with Warrior, Ranger 
(Strength must be above 15}, 
Wizard (Intelligence above 15). 
Cferic (high Wisdom), and Thief 
(high Dexterity needed). Minstrel is 
thrown in for good measure and 
this occupation involves an 
Appearance above that magic 
figure of fifteen The Strength of a 
Ranger, the Dexterity of a Thief, 
and the Intelligence of a Wizard 
can have a great bearing on a 
game we are told, but I defy any- 
one to keep awake long enough to 
find out if this is true. 

Games play centres around the 
screen map which is the localised 
version of a full map in the middle 
of the instruction booklet. Crude 
character block scrolling is the 
order of the day and the graphics 
depicting the monotonous 
stretches of plains, forests, hills, 
swamps and mountains are unin- 
spiring to say the least. Your team 
is represented by a solitary figure 
who resolutely stays in the centre 
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of the map as all scrolls about him. 
This Map Mode, as the instruc- 
tions calf ft. is used primarily to 
move from one chateaux or village 
to the other. 

Before long the next mode. Wan- 
dering Monsters, is called upon as 
you bump into your assailants 
while innocently hiking around the 
map. The trouble with this mode 
are the pictures of the monsters 
which are teletext resolution and 
often so poor it's impossible to say 
what exactly is attacking you (' is it 
a bird? is It a fish? 1 kind of thing). 
Destroying the monster you can 
return to map mode or you can 
skip the whole boring thing, return 
directly to map mode and forfeit 
10 life points for each character 

The villages and chateaux form 
the third major mode with the vil- 
lages providing an opportunity to 
buy (or steal} weapons, torches 
and tood or to sell things found in 
the course of expeditions inside 
the chateaux. The ten chateaux 
contain about 30 rooms and dun- 
geons each concealing a mystery 
to be solved and monster traps to 
avoid, 



status iist down the right flank of 
the screen completes your input. 
(A — D normally consist of one 
monster and one or more objects). 
There is one major proviso in using 
the verbs from the lists supplied: 
certain verbs are occupation 
Specific — for instance, only a 
Cteric can CURE and a Wizard 
TELEPORT — while other verbs 
are location specific so you must 
be in a village in order to STEAL 
BUY or BARTER, For these 
reasons early inputs seem to more 
often than not end with the word 
Impossible' as the program's only 
retort, When the input system is 
finally sussed things can still be 
tricky, like when trying to buy 
equipment in the villages when 
everything seems priced well 
above the starting 50 monies of 
each character. 

Mandr&gomis an adventure which 
clearly has had a Joi of hard work 
put into its inception. Like any DSD 
clone it has a depth and complex- 
ity way beyond the normal mic- 
rocomputer game. The garbled 
and hotch-potch instructions are 
infuriating — the Jasl thing an 




THE VERY BIG CAVE 
ADVENTURE 



The way in which the game 
makes use of abbreviations and 
One touch entry is clever but mar- 
red by the fact that the instructions 
do not distinguish between CAPS 
SHIFT and SYMBOL SHI FT Where 
the instructions say that SHIFT 0 
brings up the name, experience 
paints and life points tally of each 
characl er onto t he right flan k of the 
screen it is here referring to SYM- 
BOL SHIFT Where they refer to 
SHIFT and cursor arrows they 
mean the CAPS SHIFT To be hon- 
est, rf you were to struggle through 
the instructions to this stage as I 
did, Shis state of affairs wouJd not 
surprise you as most of the early 
part of getting to know this game 
consists of pressing keys at ran- 
dom, so confusing are the instruc- 
tions! But to give credit where cre- 
dit is due the input system, once 
mastered, is quite fun. 

Pressing 1 — A brings down a 
character name, pressing the first 
two letters of a verb (from a kindly 
supphed list) brings this down next 
to it while pressing A — D from the 

64 CRASH September 1 986 



already complex game needs as 
an introduction. However, I think 
that once the piayer gets over this 
hurdle the game proves to have a 
great deal to offer and those 
interested in rote- playing games 
on the Spectrum should certainly 
take the time to get to know and 
enjoy this one. 



Difficulty! f^ior instructions 
necessitate a slow start 
Graphics; poor 
Presentation: average 
Input facility novel and highly 
effective 
Response: fast 

General rating: good attempt at 
true DStD type game 



Atmosphere 

^tocabula^y 

Logic 

Addictive quality 
Overall 



70 
88 
85 
78 
79 



Producer CRL 
Price £7.95 

Authors St Brides School 





Right, you've seen this one in the 
shops and you now want to know 
how good it is . Wei I , it is QufMed . it 's 
from the st brides team who have 
turned out some average to good 
but hardly commercial adven- 
tures, It reaches you in the shops 
courtesy off owl, a company which 
has little history in mainstream 
adventuring, but. I am pleased to 
say, they are now releasing some 
imaginative stuff. 

Well, all in all it's pretty good, 
what with its humorous treatise 
of Colossal Cavern , the mainframe 
yarn that was the inspiration of 
many an early Spectrum adven- 
ture, and its quickly drawn 
graphics and powerful EXAMINE 
command. Considering its size (it 
comes in two parts) its price could 
be justified, but I consider it to be a 
shade on the expensive side. 

You must excuse me if I seem to 
plod through this review, like an 
editorial which went west recently, 
the first version of the Big Cave 
review similarly went astray some- 
where between the Far North and 
the Middlemass of Ludlow. Exactly 
as forecast by a certain well- 
known law, my backup copy flew 
out of the window when I moved 
house (which itself is another 
equally well-known sub law which 
states that when moving house 
anything you value is either lost or 
broken whereas the junk mysteri- 
ously survives — usually at ankle 
or knee height in dark corridors). 

Now, where was I, oh yes, the 
small bnck building of the 
Crowtrier and Woods original. 
NORTH takes you to a secret hid- 
ing place {apparently on the Spec- 
trum version only) curiousiy 
marked by a large and conspicu- 
ously flashing sign. Here are the 
first examples of the superb 
EXAMINE command where EXAM 
FOOD elicits "It s a school dinner 1 
{descnbed as tasty' in the inven- 
tory?) While EXAM BOTTLE gives 
'Green, Originally one of ten,' 
Travelling west takes the mickey 
out of all illogically mapped adven- 
lures whereby you find yourself on 
top of a small hill. 'Well, not that 
smaU. J notice you are out of breath 
and perspiring freely so I hope you 
will not fuss when I tell you that 
that this hill plays no particular part 
in the adventure and I have no kJea 
why it's here. Contrary to the laws 



Of geography going north will take 
you back to the rosd. Don't say I 
never tell you anything'. This witty 
and chatty style runs throughout 
the adventure and really is 
genuinely amusing, 

To the east, the door of the small 
brick building is closed and some- 
thing prevents it from opening. 
Examining the door reveals the 
problem. You see a brass 
mechanism attached to the door 
bearing the legend: VAC ANT There 
is an aperture at the top of the 
mechanism approximately the 
thickness and diameter of one 
penny'. This carefully weighted 
style of writing nicely deposits the 
joke in your tap, a strength of the 
game I particularly enjoyed. 

To the south of the start location, 
in a gully in the forest, you chance 
upon a Gully-Sull which, true to its 
name, is highly gullible and lets 
you steal the old penny there right 
from under its nose. Back to the 
weilie house and you discover the 
spring is not the watery kind but 
the springy kind — Springing you 
out of the place should you touch 
it. Taking on the bull again you read 
'And you can see a rampaging bull 
with the distinct air of a bull who 
does not mean to be caught out a 
second time'. 

Not all the adventure is directly 
concerned with Cotossaf Cavern. 
It's true that much of what's here is 
f amil iar h even if it has been given a 
new twist. The wellie-house is the 
original well house with its watery 
spring, the python of Big Cave 
bei ng the snake of the original , and 
in this adventure the Ming vase is 
not dropped on the cushion as you 
might expect; instead dropping it 
anywhere eise does the trick, 
Other themes running through this 
humorous trip are the caped 
crusaders of Gotham City, Alice in 
Wonderland, and lesser interludes 
like text -powered space invaders 
and a horror section. Certainly the 
Btg Cave Adventure offers a great 
deal; it's not only a super spoof but 
a polished and well orchestrated 
adventure in its own right. 

Difficulty: flows along nicely 
Graphics: mostly attractive 
Presentation: neat 
Input facility: verb/noun 
Response: Ouiif 
General rating: good jaunt 



Atmosphere 
Vocabulary 

Logic 

Addictive quality 
Overall 



80 
85 
83 
81 
82 



'Very Interesting - 80%" ^| 
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'A rattling good yarn" 

Popular Computing Weekly 





A FREEXjAME 1NOUR 'SCREEN SH CHAiL 





Available from all good software r eta) tore - If It's not there, please 

order ft - or In case of difficulty send your crossed cheque 
P.O. made out to ArtoLasoft U.K. Ltd-, including your o*n name and 
address, to Ariota&ofi P.O. Box 441 „ London NWl 2ND. 

The Terrors of Trantoss Spectrum 48K Cassette iM3S 



Cant just take this space hem 
to thank everyone who wrote 
In to SIGNPOST this month — 
ihm quality of letters has been 
very high And touched upon 
many varied and Interesting 
topics. Please keep mending 
in your views on whatever 
fmmue the column as * whole 
mime* {Including the opening 
Editorial} m* I find reeding 
your views meet rewarding. 

Could I also iik puzzled 
adventurers to keep on tub* 
mitting request* to STUMPS 
but to understand the solu* 
Hen to their problem mmy 
already have been given In m 
previous issue end it would be 
unfair to reader* with mil the 
beck copies to keep on going 
over the seme ground. Also, 
would you please note 
SIGHSTUMPS Is m magazine 
column end note persons! 
sendee end on no account 
should a self-addressed 
envelope be Included with 
your query. Far better to pinch 
a bit of glory end see your 
name in print! Before men- 
tioning e book to help you play 
m gome, I would etmo like to 
thank those many people who 
send in tips end solution 
sheets for tough adventures; 
your help is invaluable in com- 
piling THE monthly guide to 
Spectrum adventuring. 

Now, that hook I mentioned 
— Yes there §e e htH paperback 
book published by centuhygom- 
mlin iCATiona end written by 
John Lambshead and Gordon 
Paterson on the philosophy 
and reasoning behind playing 
tite game of the book by Fre- 
derick Forsyth. THE FOURTH 
PROTOCOL — PLAYING THE 
GAME wdfi give enthusiasts 
the best possible guide to 

DB 



every cartridge, Just think how 
marry standard cassette tapee 
Have been c hewed to pieces by 
even the most expensive record- 
ing equipment. 

As for your comment on 
speed, I will concede that the 
Microdrive is not of much use lor 
small blocks of code, but consid- 
ering the average loading time 
of a cassette is 4 minutes, then 
even 30 seconds from a Microd* 
rive cannot be a bad speed . 

The Microdrive Is Invaluable 
when developing large prog- 
rams* Just think how long ft 
takes to save and verify a mod- 
ified program to cassette in 
case it crashes when tested. I 
can only think that if you have 
had experience of Microdrive s 
and still write an attack like you 
did, then either you had a bad 
Microdrive or you are to blame 
for not using It with care. 

£ Psata. Durham 



MICRODIVE 

Dear Derek, 

I have just read your Introduc- 
tion to the ADVENTURE TRAIL 
and feel I must come to the 
defence of the humble Microd- 
rive you so viciously attacked. 

You say that the Microdrive is 
unreliable, fickle, wears the tape 
quickly, regularly eats the tape, 
and is stow. I realty must take 
issue with these statements. 

I own 2 M ictodrives and have 
over 25 cartridges, and have 
been using them regularly for 
over two years. They are used 
nearly every day. and are 
extremely reliable, 

In the two years I have been 
using them only once has a prog- 
ram tailed to load. If this isn't reli- 
able I don't know what is, when 
you consider the abysmal 
record of turbo loaders, 

I know the tapes aren't sup- 
posed to last very long, but even 
the demonstration cartridge I 
have from the first Microdrive is 
still working perfectly with no 
appreciable decrease in loading 
Speed. Neither of my two Mlc- 
rodrives have ever chewed a c ar- 
tridge but I will admit that loops 
of tape are sometimes present 
when they are removed, This Is 
not a problem, since warning of 
this phenomena is given whh 
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t*ve noticed Sir Ctive recentiy 
saying how he thought the 
Microdrive mam one of hi* bet- 
ter inventions^ and so H was, 
If* just I still cant get ever 
loosing KENTfLLA's source 
code on the Spectrum when f 
rather fooifehiy opted for ft as 
a means of program develop- 
ment. 



BASIL'S FAULTY 

Deer Sir, 

Just whan I had completely for- 
gotten that I owned a copy of 
that wretched Sh&riock you had 
to go and print a couple of hints 
on how to gat some sense out of 
Scotland Yard's resident show- 
room dummy, Lestrade. I am 
referring to the immortal words 
1 BASIL HAS PLANS 3 and 'SALE 
LOCATION IN OLD MILL ROAD*. 
I thought that the speaking of 
these would finalty earn me a 
ride in the fabled Police Hansom 
Cab but, oh deary me no, all I 
received was exactly the same 
thing that had ban; shod the 
game to the vary bottom of my 
games cupboard in the first 
place — dumb, moronic silence 
and apathy. 

I bought the damned game on 
the day ft came out and within 
three weeks had arrived at the 
point I am still at now. I have 
searched every inch of Leath- 
erheati; found all books, 
bloodstained clothes, letters, 
notes, guns, racks, unconscious 
Bobbies, records, sheetmustc* I 
have saved Percy Ffoulkes from 
being gunned down by the trig- 
ger-happy lawman, I have con- 
fronted Tricia Fender in her lair 
and watched her metamor- 
phosis into Mrs Jones, I have 
carted the same off to the nick 
and got Lestrade to book the 
dog-breathed creep, Murder 1, 
Recently I've even tried a varia- 
tion on this — letting her go 
scot-free. My mercy went unre- 
warded. The furthest I managed 
to get was Lestra de saying he 
didn't believe the sale location 
was in Old Mill Road, He wanted 
evidence but the various coded 
notes prompted only exactly the 
same response, 

I have infiltrated Basil's HQ 
and found all his coded notes 



end decyphered the lot. I have 
presented Lessy with all the evi - 
dence, Including the empty fol- 
der and unfinished blackmail 
note and the stupid bleeder took 
no Interest whatsoever. It was, 
after severer extremely boring 
hours, at this point that I gave 
up, seem ingly years ago, I 
realised all that was required 
was the luck to hit on whatever 
phrase was in the programmers 
mind when he wrote the tor- 
tured, pedantic thing hut being 
unable to come up with it I gave 
up in extreme irritation and con- 
signed the whole debacle to the 
darkest corner of my collection. 

Now, today, dear Mr Brewster* 
I received what was supposed to 
be the answer. Having nothing 
better to do I decided, once and 
for all* to finish the 'game 1 off, 
bei ng spurred on by the curse of 
fheadventurer T the desire to see 
what is in the hidden location. 
Having long ago lost track of 
which cassette I sayed my prog- 
ress on I had to painstakingly 
work my way through the whole 
thing again. Being aware from 
painful experience that if you 
stray off the straight and narrow 
In this task you risk being 
crashed upon, I followed the 
hints gfren by you so far and 
finally reached the great sup- 
reme moment when I would 
enter 4 BASIL HAS PLANS 1 , 

As I suspected, precisely 
nothing happened. 01 1 Lessy 
asked for proof. I gave h im proof 
in the form of the relevant coded 
note. He Ignored it. He also 
ignored the sale of plans bit. On 
trying again (after it had 
crashed) ha decided that he had 
'other cases to think about'. 
What are they? Pray telL Is he a 
traitor? Isn't the bovine bobby at 
all concerned that the secret 
military plans are about to be 
sold? How do you get Lestrade 
to take action against Phipps? 

RVSameapltoflt 

Err, well, quite, ■ .yarn. 
En% . . - wait a minute, who 
sent in that tip anywayt 
(phew r that una cftwe/* Joking 
apart, 1 can*t remember get" 
ting a complete solution to 
3BERL0C K so come on you 
budding rtofmsea, iet*s have 
it Anyhow, Mr Pautty, I mean 
Mr Barney surety you could 
bmve found something better 
to do, like wmtch grama grow, 
o bs e r v e paint drying - P . and 
there^B always restful steep 
end television for the realty 
active mind- OB 




WHO OWHS THE 
SMURFS? 

Dear Derek, 

1 was reading your review on The 
Prisoner (Issue 30) and the com- 
ments you made about the 
copyrights made by the enter- 
tainment companies on prog- 
rams, Could you please tell me rf 
this includes using characters 
from films, books and TV En a 
program such as Robin of Sher- 
lock, with characters such as 



fUt-E-WB-OH 

Once again the response to 
the call for new Suoerheroes 
has fteen superb. This month 
three super adventurers have 
risen to the challenge and 
completed three new adven- 
tures in record time. 

u After destroying the Arca- 
dian computers using the 
atomic battery implanted into 
the elmomte explosive this mes- 
sage appears on the screen: 
"Vou hear the muffled crump qf 
an explosion The Queen of Arc a- 
dian has been destroyed and 
with her, the will of all Arcadians. 
Their empire is over, Earth is 
free! You've done it!\ I Com- 
pleted the game on July 22 at 
1 1 4? am \ 5* write* H Hill of 



Surrey who is hereby nomi- 
nated the REBEL PLANET 
SUPERHERO. 

Craig 0a vies of Hsmhteton, 
Lanes completed the Atlantis 
game mafia contract h an Satur- 
day June 28 only 3 hours a fter 
buying the game* 1 'After 
slaughtering Capolla and Rossi, 
d black cadillac draws up with 
Machine-gun Levey and two 
other hit men inside. A large 
graphic draws out saying 'Well 
Done" and the following mes- 
sage appears 'Congratulations. 
Vou are now the boss of the two 
most powerful Mat is gangs in 
the entire city. You ru n an empire 
worth £100 Million per year . , . 
tax free. There are approxi- 
mately 500 professional drug 
pushers 1 hitmen and loan&harks 
sit your disposal. A I Capone 



bottle and flipper** Kw will 
11ml object* in the wreck to 
help you progress. The 
speaker magnet 1% mm you 
would guemm r In the speaker. 
lb get onto the belt you mutt 
DMJNCPOUPCFMU. 

Patrick Scullion of Petting! iy»* 
end Wemr writes: 



(e ncryption Corner ^ 



Watson, The Smarts* Robin, Lit- 
tle John and so on? I Nave Just 
started on my own game and 
would like to know the limita- 
tions I should be aware of when 
using such characters, 

Un Carter, CMIelori f Wtatu 

Generally, materiel taken 
from book* lm protected by 
copyright for SO years after 
the death of the author. Hence 
you will need permission from 
the copyright owner* before 
you sell games based on much 
works. Of the characters you 
mention only The Smurtm ere 
protected by copyright 
Arthur Conmn Doyle, who 
wrote Sherlock Holmes, died 
In t&30 whilmi Robin Hood Is 
from legend. Many books 
which ere protected by 
copyright use characters end 
names from legend, for 
tnmtmnce t Ores end Trolls In 
Lord of the Rings ere from 
legend mo you can use them In 
your game butHobblte from 
the same book were Invented 
by Tolkien end mo can*t be 
used, hence the reason why 
Hobblts In DAB are celled 
Hmmingm. After saying alt this 
I must emphasize that t mm 
not m legal expert end the 
above Is simply how I me* the 
copyright laws. Neither 
CRASH or myself can be held 
responsible for any errors In 
the above statement! 

Off 

CELERY'S MOT 
SOFT 

Dear Derek, 

I was most thrilled to see the 
review of my far-frum-excellent 
game, though I was a little sur- 
prised that you forgot to men- 
tion a few certa in points such as 
each of celehysoft^ five mem- 
bers era only fifteen, or that 5©p 
of each game Space Detective 
sold goes to Ethiopia. You also 
omitted our address which la 
disastrous, for celery soft has 
not the means to distribute 
games via shops. Who knows, 
someone out there might have 
wanted to check out our amaz- 
ing sense of humour. 

J Stwrpp Geteryseft 
Sloug h House 

WUb*p\ N ynifiitHi 
South Mount 
Norm Devon 
EX364MZ 

1 9km your style 

OB 



JOURNEY'S END 

Dear Derek, 

I am an arcade game player. I 
have few adventure games {Val- 
halla, Hobbil Eric the Viking* 
and Journey's End) and can con- 
quer none but I have soma hints 
and tips for Journey* E/irt 

1 Don't drink potions; collect 
any books you see and collect 
men with strength s 4a, 49 and 
50. 

2 Stay on hunting mode and g tve 
food to the weakest people. 

3 Never drink potions and give 
spells and magic weapons to 
the strongest men. 

4 Put everyone in the front line 
and use the shield where possi- 
ble. 

5 Put the same number hand-to- 
hand In frontline as enemy's 
frontline- 

6 When sleep =16 go to sleep 
picking the two strongest to 
keep watch F 

7 Get the objects: bridge, magic 
weapon, strength, arrows, food 
from a go Eden tree (in order of 
importance). 

8 Don't use teleports and as 
soon as you get under the chest 
press the numbers from 1 to 0 as 
quickly as possible. 

9 If you destroy Angus (no, not 
Ryall) the dragon, you will be 
aaked three questions. 

G Owen p Co Airnagh 

Thanks, Gareth r it's always 
good to have tips for the lem- 
ser known games, 

DB 

This menth*s software ptiae (a 
truly staggering £20 worth) 
goes to the chap who mounds 
tike he could ume It. Go on Mr 
Barnes, get yourself some 
bug- free software which wilt 
wipe out the memory of THAT 
program* 




Suable delta has proved one &t 
the momt popular games for 
SIGMSTVMPS this month. Dar- 
ren Oouves of Orpington, Kent 

Mtaf 



" Where is the pen full of ink? 
Where is the bowl to ruin the pan- 
cake? 

How do you gel to the old 
wreck? 

Where's the foil? 

Where's the tape to put into the 

tape recorder in the electronic 

workshop? 

Where 1 * the hammer, plonk of 
wood, nails and barrel? 
Where's the slimy green key to 
open the pond at lift two and 
where 1 s the speaker magnet? 
How do you get onto the con* 
veyor belt when going left?" 

You get tfre ink for thmpmnby 
shooting the octopu* and 
Ailing me pen wttft the ink* 

You get to the eld wreck wta 
the hatch, but firmt it is a good 
Idem to haw the wet mutt, air 



"Could you please help me 
solve some problems on seabase 

1 How do you get the disc from 
the shaft? 

2 What ingredients are needed 
to make the pancake? 

3 What do you make with the 
hammer, nails and plank of 
wood? 

4 How do you get the object out 
of the barrel of the cannon? 

5 Whatfs the barrel used for?" 

To nrnkm m pancakm you will 
need an egg, milk and flour aa 
well me a bowl to mis them in. 
The hammer, nailm r plank and 
barrel am used to MAKE A 
SEESAW. To get the object out 
of the cannon, ume the plank 
to lever the cannon. 

David Carr of Blackburn 
write*: 

"In a past issue, you said to use 
the staff to pass the ward of dis- 
integration in KEimuA* How 
exactly do you use the staff 
because nothing Tve tried will 
work/ 1 

lit acttnte the mtaff TBZ 
TBHBHPP l the clue is seen by 
examining the emerald In the 
absence of light 

TEHfloniAQuNOS Is proving mm 
popular mm ewer this mummer. 
A Massouras pleads: 

"Help! I'm stuck In tebrqh- 
molinqs. When I get to the airport 
I get the game over sign 
because I haven't got my suit- 
case with me. Where is it any- 
way?" 

The suitcase fm In the mWc f 
you will need the mtepladders 
to get through the hatch. 

Other holiday makers haw 
reached their destination but 
are having difficulty getting 
decent pictures, Philip May of 
Cardiff Is having problem* mt 
the bullfight while John 
Cooper of Spennymoor, 
Durham te in difficulty at the 
monastery. 

To get to the bull fight go to 
the coach etetJan and enter 
GO BULLFIGHT* After Beryl 
bam tmken m picture you will 
see that Ke n Is In trouble in 
the bull ring. Go H Into ring. 
UNTIE HANKY and WAVE 
HANKY, the bull will now be 
mfter you. Mow go to the vil- 
lage warm you can lose the 
bull In thm china shop. At the 
Monastery talma picture from 
the top of the bell tower. To 
find Mr Snargmby go to the 
catacomb* and mender 
around until you find htm f 
then CALL SHARGSBV and 
find your way buck to the 
cemch. 



Mfck Buckley of Blackthorn, 
Northampton asks; 

"Please, Please tell me what to 
do on the industrial estate in 
hampstead? I enter the estate 
and then seem to be able to do 
nothing else and do not seem to 
be able to leave/" 

You should find the bracket In 
the estate. To find it go N s E w E r 
HE, E, E r HE and K SW will now 
take you hack to the entrance. 

Christopher Manley from Nor^ 
wtch write*: 

"Please assist me on some 
adventures that I am currently 
stuck with: 

TQWEfl OF DE&RUfl 

How do I pass Shadow Gate. I'm 
sure I need something from the 
ring of skulls but am unable to 
enter. 

KrEHTILLA 

How do I open the Urga-mauls 
treasure room as neither the 
large or small key fits the lock. 

HAMPSTEAD 

How do I open the filing cabinet. 
I'm sure there must be some- 
thing to help me In the depart- 
ment store, but I can't find any- 
thing/' 



I'm afraid I don't know the ans- 
wer to your first question mnd 
I would be very gremtful if 
someone could provide some 
bmipu The Large Kay should 
oomn the treasure room door. 
Try entering OPEN GREEN for 
what e v er colour It WITH 
LARGE KEY. In hampstead you 
arm right, therm la mt object in 
thm depmrtmen t store that will 
help you. PQFO EFTL r HfU 
TDSPXESJWFS. You can now 
GPSDP QBCJOFlf. 

Plnmity, In reply to the quern* 
tion asked In the July Immue on 
hew to open the crate in sor 

CEHEA OF QLAYMOmUE CASTLE, MrS 

J Porteous wrtfe*; 

"You don't actually open rt, but If 
you take rt up to the loft with you 
then THROW CRATE FROM 
LOFT rt can then be investigated 
(after first completing the other 
things necessary while under 
the bHss spell {going to lava elcj . 

When ready, GO CRATE, GO 
HOLE, GET METAL, GO HOLE, 
GET OFF CRATE, should do it 
(The metal ts the tin opener 
needed to open the tin can.]* 

That* mil time im time for this 
month, Keep mending any 
questions you have mm well mm 
any help you have to offer tot 

SIGHSTUMPS 
POBOX 10 
LUDLOW 
SHROPSHIRE 
SYS 1DB 
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would have been proud of you. 
Juei don't abuse your power, it 
may be fun at the top . ; # but it's 
a long way to fall from!!' My 
score was 100%/' 

M 0n trie 91h of June 1986 at 
10.10 pm we completed seabase 
Delia We received the message 
Well done Ed ! ! What a story tfi i s 
is go^ng to make!', So write a 
couple of Intrepid 
SUPERHERQE5 from Brain* 
time in Essex who go by the 
names of Richard end Stephen 
Hammond, not forgetting Mark 
Woodward. Sounds like quite a 
team effort by the Mo! 

That** mil the hero worship 
for this month but no doubt aii 
thai summer holiday rain will 
bring m whole fiood of 
unabashed heroes for newt 
issue. 




This month, BRENDON KAVANAGH takes 
a look at another game run by kjc, appeals 
for details of your experiences as a crimi- 
nal of the future, and reveals that a souped 
up version of VORCON WARS is now avail- 
able. All this, while playing IT'S A CRIME! 




Th© offer of a fm% It's A 
Crime! startup made in the 
July issue by KJC games has 
attracted an impressive 
response from all of you 
budding FBMers, So many 
CRASH readers wrote In 
that a new game of It's A 
Crime! was launched last 
month to accommodate 
you a (II 
I've joined in the 
mayhem on the streets of New York, and so far have 
managed to win control of a couple mora blocks and 
gain half a dozen now recruits to my gang in the pro- 
cess . p , 

Ptease write in and let me know how you are getting 
on battling it out amongst the mobsters. 



SUPER VORCON 
WARS 

Irt Julys PBM MAILBOX I 
described a popular PBM game 
called Vbrcon Wars. John Nichol- 
son, creator of the aforemen- 
tioned game, has recently 
launched a more complicated ver- 
sion which involves infectious dis- 
eases destroying food supplies, 
multi-commander ptayer posi- 
tions, more aggressive native Wor- 
cons and other such wonders. 
John, demonstrating an impres- 
sive Spurt of originality and imagi- 
nation, has named this game 
Super \foruon Wars. SVW is not a 



game released to replace ttwxw? 
Wars, it is intended to let players 
who want to do more than they can 
in the original game do so — Just 
because the game is called Super 
\farcof} Wars it doesn't mean that 
it^ ar>y better . , . 

StWcosts E 1 .50 per turn to play 
and further details can be obtained 
from SUPER VORCON WARS r 59 
Juniper, Birch Kill, Bracknell, 
Berkshire RG12 4ZG. 

I shall discus* the game more 
thoroughly in a later issue. 
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CAPITOL 



G*pitot\s an American PBM game, 
moderated on computer In the UK 
by kjc games, the people who 
moderate ft*$A Crime, 

TTiil is a game of interstellar 
empire building which is very 
strategic and diplomatic in play. 
There are 32 players per game who 
represent, as teams of four Indi- 
vidual game positions, eight 
unique races At the start of the 
game, each player is given a world 
and a few starships with which to 
begin exploring the two dimen- 
sional in which play takes place. 
The player must conquer new 
worlds to expand the empire's 
industrial and political base, and 
new starships for fighting, explora- 
tion, and carrying cargo can be 
crudely designed and built once 
extra resources have been 
annexed. 



kjc games is a well run organisa- 
tion which runs Its games in quite a 
professional manner. According to 
the rutebook, games generally fast 
for between nine and eighteen 
months — who knows, within a 
year you could be the conqueror 
of a whole galaxy ! 
HINTS ON PLAY 

Caprtot involves a lot of diplo- 
macy especially between players 
of the same race (even though you 
are all struggling to be Emporer 
you must also remember how 
important it is to work together 
against the other races!)- This 
means that q u ite a bit of real world 
communication is needed to do 
well in C&pitot. For convenience 
(and to save money on stamps and 
large telephone bills; two sad facts 
of life for the overactive diplomat) 
it may be an idea for a group of four 
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Bases may be established on 
other worlds which confer com- 
mercial, economic, and political 
benefits {and, perhaps, disadvan- 
tages}. These bases must be main- 
tained and supplied to keep them 
operational 

GOALS 

There are two goals for the plavers 
of Capitol to achieve. The first is to 
construct and develop the most 
powerful base of your race; the 
player who owns the most power- 
ful base being the race Emperor 
(until deposed!). 

The second is to work with trie 
other players of the same race to 
annihilate the 'aliens' — in other 
words, get rid of the other players. 
As you can see, the political 
aspect of Capiiof is an interesting 
one where groups of competing 
players must also ally to destroy 
the other races before they them- 
selves are destroyed! There's a lot 
of scope for stabbing people in the 
back in this game.. 

TURNAROUND 

Capitol is an open-ended game 
and players may submit turns as 
often as they like up to a maximum 
of once per week (a ten day Nmi t 
game exists for European players). 



friends to join ail at once and agree 
to co-operate as a race {this 
means that on startup you must ail 
choose to play as the same race). 
You ail play as individuals as nor- 
mal; it just makes interplay er com- 
munications easier and more 
enjoyable! 

STARTUP 

The impressive Gapitoi Rules Pac- 
kage (containing all sorts of 
goodies) costs E2, excluding star- 
tup. E6 pays for the Rufes pac- 
kage, game set up. and your first 
two turns. Tumcosts thereafter can 
vary slightly, but usually each turn 
costs E 1.75. 

European applications should 
be sent to: CAPITOL CRASH 
STARTUP, KJC Games, PO Box 
11 p Cleveleys, Lancashire FYS 
2UL. 



THE FLAGSHIP FAC- 
TORS 



DIPLOMACY 
COMPLEXITY 
GM QUALITY 
DEPTH 

INTERACTION 
VALUE 



5 
2 
8 
S 
7 
6 




AN EXCLUSIVE SPECTRUM SOFTWARE OFFER 
I |~ FOR CRASH READERS! 




Not only can you get your hands on these amazing all-time classics at a new super low 
price, but you can have a badge and sticker with each game purchased! And on top of that, if 
you order ALL FOUR of this month's selection — well send you a fifth game entirely free I 



3DSTARSTR1KE 

3D experts REALTIME began to make a seri- 
ous mark mi the market with this* their sec- 
ond game. At the time, this game was state- 
of-the-art, and few other companies have 
managect to catch up. Featuring detailed wire 
frame graphics, the fast and furious action 
loosely follows the plot of the Star Wars 
arcade machine. A CRASH SMASH in 
December 1964. Can you survive the ravages 
of space long enough to complete your mis- 
sion? 



iALTIME 



VALHALLA 

The first ever animated graphical adventure 
game on the Spectrum predated CRASH by i 
bit, but it remained £ firm chart favourite lor 
almost a year. Set in the Nordic wastes of 
Teutonic mythology, there are several dffle- 
rent quests buried within the ever-changing 
landscapes. Commands are undertaken by 
the animated characters who interact with 
each other logically. A bargain in the Classic 
2.99 range, since this first cost £15! 




EverymonthELiTESYS- 
TBMS are leasing four 
budget games under 
theirnewCLASSICZ99 
range, Each game has 
been carefully selected 
because in its day it was 
a smash hit Now the 
growing collection can 
be yours at a super tew 
price complete with 
badges and special stic- 
ker** And each month 
there wilt be a fifth etas* 
sic title ABSOLUTELY 
FREE to CRASH re ad w 
who buy ail four of the 
month's offer I 
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From Would-BeTesI Pilot to Wally Programmer - resident CRASH Irishman Tony Flanagan has a few words will wra's ran from the Old Country, Dave Pmy. 






Af r Perry performs a ffne balancing act for Cammron Pound's 
camera /#ns GOfnlde t udlow CMSii*. Looks Hke Watty Week 
reck on h he's the only superstar who should be in the picture 



It's not every day you have lunch with a six 
f Dot-eight ex-basketball player who used to 
want to be a test pilot. Being on the diminutive 
side myself (well just a little, groan, groan), it's 
not easy craning one's neck for any civilised 
length of time. Still, the lurid tales which 
seemed to slip so easily off the tongue of the 
programmer in question, were some compen- 
sation. As for the lunch, 'the smoked chicken 
was fine, though I do wish, in retrospect, that I'd 
checked the lamb kebab with a geiger counter. 
Being a creature of the hirsute kind, now my 
beard glows in the dark and my hair picks up 
Radio Shropshire, It s not easy being a freak! 

Daw P«fty is one of m»kj»o-G£N's four prog- 
rammers. The others are Chrii Kinsley, 
Rafaele C*cto and Mick Jones — a new 
member is set to join them shortly. They re a 
wild bunch by all accounts — very much into 
busty page three girlies, vodka and Coke, and 
keeping roving reporter John Minscn company 
at computer shows, as he downs an infinite 
number of Bloody Marys. It was Chris Hinsley. 
of course, who wrote the highly successful 
Pyjarnarama, followed by Everyone's a Wally 
and Battle of the Planets. 

An Irishman born and bred, nineteen year- 
old Dave Perry is endowed with all the native 
charm that one would expect of a man with 
pure Celtic blood flowing through his veins (me. 
partisan?) In his gentle Irish brogue, he related 
how he began programming while still at 
school. In the sixth form, he managed to write a 
a number of programs for Tim Hartnell of limit- 
face PUBUCATioits and his work was published 
in several books. This led to a book consisting 
of Dave s programs only — Astounding Arcade 
Gamss — which sold 13,000 copies. 

His connection with mikko-gen began when 
he sent them Drakmaze, which they accepted. 
The deal fell through, however, and there was a 
temporary hiatus in his links with the company. 
Of course, the story doesn't end there, On one 
of his frequent trips to London he met Mike 
Meek, mikmmseh's MD, at one of the computer 
shows, Mike was attempting to set up a prog- 
ramming team and Dave h because of his previ- 
ous experience and the links he had already 
forged with the company, seemed an obvious 
choice. 

It was an opportunity he could not turn down, 
though it would mean having to 'chuck in" 
school, as he put Ft. Everyone was telling me 
root to do it, ' sard Dave, but it was something he 
felt he had to try. So, he packed his joystick and 
sundry other computery items and moved to 
Virginia Water, near Bracknell. 

Dave s first task was to write a test program 
which was never actually completed: it was 
coming along very well but Chris needed help 
with Pyjamarama so 1 dived in with that. We'd 
just been given a prototype Amstrad, so I wrote 
the Amstrad version.' The press launch for 
Pyjamarama (which cost mikro-gen a mere 
thirteen smackers a minute) didn't go accord- 
ing to plan. As Dave explained: 'it turned out 
that on the way Chris was sick on the tube and 
had to go home. He missed the whole thing. 
The Press was there in force, waiting for the guy 
who had wntten the game, so I took his place 
and they interviewed me instead/ 





The success of Pyjamarama was followed by 
more Wally successes: Everyone 's a Wally writ- 
ten by Chris, and Dave r s Herbert's Dummy Run. 
Suddenly, in Dave's words, 'Everyone was 
jumping up and down demanding more Wally 
games.' (n response, Dave came up with Three 
Weeks tn Paradise which received outstanding 
reviews and was his first solo CRASH Smash! 

Programmers, Dave told me, tend to be a 
little pampered. This is because they are the 
creative nucleus around which everything else 
revolves. This doesnt mean to say that they 
have an easy time — they work long hours and 
their commitment has to be total. "When I first 
came over here, 1 Dave explained, 'I worked 
very hard indeed. I was in work at half-eight and 
worked through to twelve-thirty at night. I did 
this for months, seven days a week." (Phew! 
Nearly as much as the CRASH team!). Now the 
hours — nine to seven — are more civilised. 

Dave's latest game marks a total departure 
from what he had done previously, Stainless 
Steel t an arcade game, took him five months to 
write. The player is given a bird's-eye- view of 
the action — simple enough it would seem — 
but from a programming perspective this did 
cause Dave some headaches: 'the problem 
with this game was drawing things from above, 
ill never do another game from above. I've 
always done things from the side and always 
will in the future.' 

In collaboration with Chris, Dave is now work- 
ing on a new game. Does working in partnership 
create any problems, I wondered? This is the 
first time we've ever worked together, h said 
Dave, but one can forsee some difficulties. Two 



people can t do the same thing as there's only 
one keyboard and one programmer at a time, 
so if someone comes in and changes some- 
thing when you're not there it can get confus- 
ing." 

So what's this new game all about 7 Vaguely, 
it concerns 'bendy cylindrical rubber-like doob- 
ries that look not unlike liquorice Allsorts: we 
still haven't thought of a name/ said Dave. The 
idea is to stop yourself being horribly gorman- 
dized by frostie monsters. 8y this time the lamb 
kebab was beginning to take its toll on my deli- 
cate digestive system. The thought of animate 
liquorice Allsorts certainly wasn't helping 
things. 

Conversation turned to the subject of when 
Dave expected to make his first million, and 
thirty was tossed around as good an age as any. 
But how did the doubters back home react to 
him now? "Everyone's really proud of me/ said 
Dave. h At school, the headmaster just loves me. 
Somehow, he managed to get the Government 
to invest half a million in the computer depart- 
ment/ Dave Is clearly something of a local 
celebrity down Belfast way. The local papers 
have done features on him, and he's even been 
interviewed by the BBC World Service. 

With time quickly running out, there were 
just a few moments to catch Dave's 
daguerreotype (the wonders of newsheld 
Technology!) before he began his six hour trek 
back to civilisation. As he disappeared into the 
Ludlow sunset, I whispered ton voyage* ... and 
bon appetitt (funny lingo for an old bogtrotter). 
Then I went to check my beard in the mirror 
and where was that music coming from? 
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Collect a solid 




Trivial Pursuit Set! 



Following on from their success 
wtth Split P&sonatitiGs. the 
dynamic duo behind do mark are 
set to take the world by storm with 
the official v«c$k>n of Trivial Pur- 
sutts, that cunning boardoarne. 

Not being stingy sorts , Mark and 
Dominic have arranged for a spe- 
cial Trivial Pursuit boardgarne set 
to be made— vary special, infacfc 
it*s solid gold! According to the 
people who are making this unique 
set , it should be insured for around 
£10.000, but Ife rather difficult to 
put a vatue on it as no other gold 
TP sets are gotng to be made. Ever. 

We've had a peek at the Com- 
modore version of thti gams — 
which looks quite nitty. The game 
follows the board-based original 
exactly in terms of gameplay, but a 
few neat touches have been 
added which shouW distance it 
From run-of-the mill computer quiz 
games, Rather than get players to 
type in answers to questions at the 
keyboard (BORING F), the desig- 
ners have gone for a rather diffe- 
rent approach. Each player has a 
time limit in which to answer the 
question flashed on screen, and 
then everyone gets to see the right 
answer. If everyone agrees that the 
player has just answered the ques- 
tion correctly, then he or she pres- 
ses Yf or yes and the move is made 
automatically. A prod of the N key 
means it's the next player's turn, 

The whote caboodle is hosted 
by a cute little questtonmaster 
character by the name of TP, who 
leaps around the screen adding to 
the entertainment, and there are 
no dice, fruit machine addicts will 
no doubt throw 'sixes' all the time 
— a pulsating light whizzes from 
digit to digit rather like a nudge fea- 
ture on an electronic one armed 
bandit. Lesser mortals will have to 
reJy on quick reaction times when 
H comes to stopping the fiashir>g 
numbers on higher values 



The CRASH Questionmaster, 
Dominic Handy has devised ten 
tricky (but Trivial) questions to do 
with the Spectrum games worfd 
and CRASH Magazine itself for 
you lo ponder over Gel rrrto gsmo 
playing mode, and have a crack at 
answering them. When you reckon 
you've got all ten quassias 
answered correctly, think up a 
question that coufd be included in 
a Trivial Pursuit set. remember, 
there's quite often a witty I title clue 
in the question itself, and don't ask 
anything of any real consequence 
or importance. It's meant to beTRI- 
VI AL pursuits r after all! 

Make sure you whizz your entry 
into CRASH TRIVIAL PURSUITS, 
PO BOX 10, LUDLOW, SHROP- 
SHIRE, SYS 10B so that they 
a*rive by September 25th, and you 
could be in with a chance for the 
Big One, a solid gold Boardgame 
to impress your friends with no 
end. 

We've got fifteen prizes to give 
away m all. The question you make 
up (and dont forget to add the ans- 
werl) is going to oe used as a tieb- 
reaker if lots of people get all ten 
answers right. 

Top five entrants pick up a New 
Genus U boardgame (not in gold, 
sorry) and ten more folks collect a 
pack of official Trivial Pursuit after 
dinner mints , The overajl winner 
goes forward to a national Inter- 
magazine final, to be held in Lon- 
don — all expenses paid of course 

nnd wili represent CRASH in the 
play off for the solid gold set 
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00 



(t> How much did The Black Watch Kit cost? 

(2) Who guards the bonus level In Tapper? 

(3) In which game did Cuchulainn the Great f i rst appear? 
C4) Which journey did the Southern Belle make? 

(5) What class of ship do you fly In Eli t o? 

(6) What was the exact password for Spectacle? 

(7) What number was Aslroclone hi the Seddiab series? 

(8) How many events are there in Geoff Capes Strong Man? 

(9) How many events in 12SK DaJey 's Supertest? 
(10} What does grl stand for? 
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the le$nd continues 



The Magazine of Fantastic Media 

The September issue has features on the latest blockbuster fantasy films; 
Highlander, Aliens, Enemy Mine plus reluming ET, TVs Doctor Who and 
lots of comp6 til ions with videos ol Thunderbirtfs, Captatn Scarle t The 
Sluff, and a film-sel visit ail to tie won! 




STAR&URST is available at your Local newsagent or delivered 10 your 
door on Subscription (El 5.00 for \2 issues) Cheques. ! PO payable Ig 
Visual Imagination, Subscription Dept fNF) 
33 Melrose Avenue. Wimbledon Park, London SW 19 BBY 
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Despite the seemingly logical progression from 
gamebooks through computer adventures to 
role-playing that I outlined last issue, role-play- 
ing actually came first, The othertwo forms are 
the result of attempts to adapt role-playing to 
.different media. The original Adventure and 
other pioneering computer games were written 
for mainframes and circulated largely through 
professional programming circles. But way 
back in 1981 those of us old enough (and, pre- 
Spectrum, rich enough) to be using micros for 
games were dazzled by the appearance of the 
original on which Swords & Sorcery is based. 

The game is called Wizardry. NOT the same 
game as the similarly named product you can 
now get for the Commodore. In fact it is only 
available on "business' micros, but it is still sel- 
ling well, having successfully made the transi- 
tion from Apple II to IBM PC to Macintosh. In a 
world where most computer games only last a 
few months, a five-year lifespan must in itself be 
something of a record. 



figp n appearance Wizardrylswry similar to 
■ S&S, It has the same perspective view 
£fe down the tunnels, the same static view 
of Creatures you meet, in fact almost an identi- 
cal screen layout, It doesn't have the top-down 
view of the map, but being disc-based it can 
afford to have completely separate screens for 
things like messing around with what you are 
carrying and wearing. In addition it allows you a 
party of up to six characters, and you can take 
them out of the dungeon to buy new equip- 
ment, get healed and gain experience. You tan 
even rescue the bodies of dead characters and 



pay the local temple to have them resurrected. 

Since Wzardjy first appeared a number of 
other games building on the fdea have been 
produced, but they have all been American, 
disc-based and have made very little impact 
over here, 

I've been waiting a long time for something 
like Wizardry to appear on the Spectrum, and I 
suspect that 1'he fact ?ha? Wizardry r> so good is 
in part responsible for my extreme disappoint- 
ment in Swords A Sorcery. In fact it Isa reason- 
able copy, improving on the original in some 
places, but there are are a number of very 
irritating things about it: the sound effects, the 
garish screen {which is almost unreadable on 
my small TV), the awful strip menu system, and 
the ridiculous number of orders you have to 
issue in order to take the treasure from a. chest 
all combine to put me off the game. If a human 
GamesMaster didn't allow you to eat your 
sandwiches until you'd specifically told him that 




mem 




you were taking them out of your pack first, you 
would probably hit him! S&S insists on such 
ridiculous detail. More importantly, S&S 
doesn't allow you to come out of the dungeon 
and seems to have a very high kill rate. I found 
it very difficult to rote- play, whereas in Wizardry 
I become so fond of good characters that I 
waste a fortune trying to get them resurrected 
when I do make a mistake. 

One very brave thing that pss did with S&S 
is to try to implement a means of com- 
municating with the non-player crea- 
tures. Unfortunately this doesn't work very well. 
To start with, much of the conversation that the 
computer generates is infantile: the authors 
seem to have thought t hat the ga me wou Id only 
ever be played by five-year-olds, Also, because 
the system isn't clever enough to Indulge in 
meaningful conversation, you find yourself 
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thinking "what does it mean in game terms 
when a character says that". 

My judgement of S&S, then, is that it is an 
attempt to put role-playing on a computer, but 
that rt falls because there are so many facets of 
the game which irritate, are destructive of 
atmosphere, and forcibly remind you that you 
are only playing a game. I much prefer Heavy 
on the Magtck. That looks better, has a much 
better user-interface, and is entertaining thanks 
to the traditional gargoyle humour. Of course 
it is still very much a traditional gargoyle logic 
puzzle once you get into it, and it still doesn't 
allow you to come out of the dungeon to rest 
and recuperate- It's much more fun to play! 

I spoke to Greg Follit of gargoyle and the 
world of Graumerphy to see what he thought of 
rote-playing on computers. It seems that HotM 
was indeed designed to implement as many 
features of Dungeons & Dragons (the first role- 
playing game) as possible, hut this was carefully 
balanced against the requirement for good 
graphics and a playable game. As they had to 
leave something out, they tried as much as pos- 
sible to get the atmosphere ot D&D rather than 
reproduce the mechanics of the game That 
certainly seems to be the right approach, 

Another interesting fact is that, before 
HotM was written, gargoyle went 
through the exercise of creating a com- 
plete world in which to set the game. Although 
in HotM itself Axil never gets out of the dungeon 
there is, m fact, a whole world there wartingfor 
him. GARGOYLE hope to publish a book about 
Graumerphy sometime in the future. 

That presents a number of intriguing pos- 
sibilities. To start with, information from the 
book could be used as clues in later releases 
using theHof/W system. This would give a lot 
more identification with the g3me world. One of 
the major problems with adventures is that you 
often can't convey enough information in the 
game to be able to base the entire game on 
internal material: you have to bring in puzzles 
that are not an integral part of the plot. With a 
whole book to draw on things get much easier. 
Melbourne house did something of the sort 
with Lord of the Rings as did &ames such as the 
Midnight series and Runestone which provided 
lots of background material in the instruction 
booklet). Also, with all that background, gar- 
goyle could produce a role playing game set in 
Graumerphy and allow you to carry characters 



across from the multi-player role-playing 
scenarios to the solo scenarios on the compu- 
ter. Whetherthey will actually do such a thing is 
another matter, but the possibility is there. 

A more recent contender in the fieid is the 
French game r Mandragore. This is a far more 
ambitious program, being much larger than 
S&S or HotM (on the Spectrum it comes as two 
tapes). Like S&S it tries hard to implement the 
mechanics of Dungeons & Dragons. Up to four 
characters are allowed, and they are able to 
adventure through a wilderness" (that's an old 
D&D term for 'outdoors') as well as explore a 
number of dungeons (sorry, 'chateaux'). Having 
several named characters does improve the 
atmosphere somewhat although, unlike Wtzar- 
dry, each party is separate- you can't have a 
pool of characters and pick the four you want 
The game also includes villages at which you 
can buy (or steal) equipment. Nevertheless I 
was still disappointed by relatively trivial irrita- 
tions. 



The main problem, is that the game's 
designer, having got this nice fantasy 
world set up r can't think of anything to 
do with it other than set silly brain teasers. At 
least in a level* game the problems, if not an 
obvious part of the plot, don't seem too out of 
place. In Mandragoreeach Chateau has its own 
abstract puzzle- I'm sure the problems are very 
ingenious, but why should people p!aying the 
parts of a barbarian warrior and beautiful pries- 
tess want to spend their time solving 
mathematical conundrums? 

What we have seen so far. then, is that com- 
puter games can make a reasonable stab at 
reproducing the atmosphere of role-playing, 
but as yet have fallen rather short. The main 
problems are lack of memory, the inability of 
the computer to hold a conversation with the 
player, and design e rs who try to write ' roleiJ lay- 
ing' games without seeming to have much 
understanding of what role -playing is all about 
With the advent of more powerful machines 
and disc drives (256K Spectrum?) we can hope 
for considerable improvements: bigger games, 
more text and pictures, and multi-player 
facilities. In the meantime, game designers 
should bear in mind that p if they want to pro- 
duce role-playing games, they should go for 
atmosphere — good stories and/or good 
graphics — rather than worry about compli- 
cated mechanics. 

CMP* haven't said anyth i ng so far a bout 

flf computer-moderated play-by-mail 
Jgk g^rcies or British teiecom s Mutti-Us&f 
Dungeon, Obviously such games, being run on 
far more powerful computers, come much 
closer to the ideal. However, they can prove 
extremely expensive, and you are obliged to 
play with anyone else that the game company 
happens to admit to the game Personally such 
things donl appeal, but you'll be able to make 
up your own minds by following BrendMM 
Kavanagh's new column. 

What I will mention, however, is Mite Sing- 
leton's ne w game. Dark Sceptre. When I spoke 
to Mike he was quite adamant that role-playing 
didn't interest him and that what he tried to 
write was strategy games in a fantasy setting. 
Nevertheless (and bearing in mind that the 
game wasn't finished when 1 wrote this so I 
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how the story continues, based on what it 
knows of your intentions and those of other 
players intentions. Finaliy, Mike assures me that 
each character in the game has personality 
traits (aggressiveness, greed, and so on| which 
can affect the game play and can be changed 
by events in the g^me. Considering that Mike 
didn't set out to produce a computerised 
roiegame, it is ironic that he may well have 
come closest yet to succeeding- 

Finally, what about this question as to 
whether role-playing gpmes are Adven- 
tures or Strategy Games, and therefore 
whether they belong in Derek's column or 
Scan V Personally I think the argument is silly. 
Games which require brain instead of a steady 
joystick hand get poor enough treatment from 
magazines as it is without making matters 
worse by fighting amongst themselves, but 
there is a division, and it is one that exists within 
role-playing itself, 

The people who invented role -playing, Gary 
Gygax. and Dave A meson, are keen wargam 
ers. So are many of the people who now run 
role-playing companies: iiyan An«1l of 
games workshop, for example. And, of course, 
there are many wargamers who also role play. 
Some of these people prefer to ignore the 
actual role-playing element entirety and treat 
the whole thing as a wargame with an incredibly 
complex set of rules. At the opposite extreme 
some role-players advocate doing away with 
rules altogether, relying instead on the Games- 
Master's judgement. Most people fall some 
where in the middle, and depending on which 
side of the mid point they fall they will tend to 
see role-playing as closer to either Adventures 
or Strategy Games 
There is no si m pie categorisation ... 




CLASH the PRINCES 




A THRILLING TWO-PLA YER ADVENTURE FROM THE MASTERS OF FIGHTING FANTASY 

STEVE JACKSON & IAN LI VINGSTONE 




haven't actually seen it working Dark Sceptre 
does seem to have a lot of promise. 

Firstly Mike has tackled the interaction prob- 
lem by offering a play-by-matl (and Microdrive) 
version of the game. Whereas the solo game 
has one team of characters controlled by you 
and seven controlled by the computer, in the 
PBM version each team will be a separate 
player There is also a nice feature from the 



story telling point of view: when you get your 
Microdrive cartridge back at the end of a turn 
you can set the game up and see that turn s 
events played out on the screen. You'll even be 
able to get the computer to make a guess at 
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Yet another unduly shrunken episode in the unending 
saga of Frontline starts here folks. With the limitations 
on page space, I'm afraid that there is no room for the 
Forum. However, after a tremendous response to Peter 
Shields' latter last month (the one that suggested 
Rosetta and I go and join the four million), the benign 
and ever jolly Graeme has promised to allocate some 
extra letters space next issue. Keep your fingers cros- 
sed. 

This is of course that time of year when effort is 
directed towards putting last minute touches to 



software in time for The Show, panic sets in and 
software houses set up shop Jn Olympia at the PCW 
Show. I'm looking forward to this year's event. More 
and more, software developers are considering the 
way the American software market is progressing and 
introducing more strategic overtones to their games. 
No doubt the time will come when if will be very difficult 
to 'pigeon-hole 1 a game. Until that day, it should be 
interesting to watch the face of software gradually 
change. Go along and enjoy yourselves. 



MISSION OMEGA 



Producer: Mind Games 

Retail Price: £9.95 

Latest in the Argw Pr*w Software MM 
qjimi range is Mission Omega, an 
arcade strategy game with some 
interesting aspects. The plot goes 
like this. You are Captain Allen of 
the Wind wraith, a mining vessel of 
the United States of Europe, Vbur 
ship has just survived a perilous 
mining mission, but fate Is set to 
deal another blow. An unknown 
object with the mass of a small 
moon has entered the solar sys- 
tem with a velocity just less than 
the speed of light itself and a 
trajectory taking it ever doser to 
Earth. Attempts to contact It have 
failed and, out of fear, Earth's politi- 



cians have decided it must be 
deactivated- Wind wraith is the 
only ship capable of reaching it in 
time 

In fact you have one hour real 
time. After forty five minutes, the 
object (codenamed Omega) 
launches a missile towards Earth. 
Fifteen minutes later, tt reaches its 
destination, fnside that hour, 
Omegas four reactors must be 
shut down and you must escape, 
thereby making the artefact safe, 

The fully Icon driven game 
centres on the exploration of the 
vessel hurtling towards Earth, You 
need to construct several robots in 





order to start exploring, and up to 
eight may be built, each wrth a 
base, weapon, sensor and power 
pack. The number and type of 
robots are limited by the amount of 
resources carried by the mining 
craft. Several types of each of the 
four robotic components are avail- 
able, making the actual choice of 
machines quite varied. 

Robot bases may be anti -grav- 
ity, tracked, legged or sphere 
(rather like a Terrahawks Zero id). 
Weapons include small and large 
lasers, particle beam weapons 
and missiles. Sensors offer the 
choice of visual, audio or infra-red 
while power packs consist of two 
types of battery or a small nuclear 
reactor. The combinations may be 
limned by the fact that certain 
items need more power than 
others and each chassis can only 
support so many kilograms 1 rnass- 



The computer wiN not allow robots 
that do not conform to the restric- 
tions of their components to be 
assembled. However, seeing as 
they have to be built in real time, 
there is little room for error. 

Once your robots have been 
built and named, exploration may 
begin, This may take place in one 
of three ways. The first, and most 
obvious of these is by manual con- 
trol of each robot one at a time. 
However, robots may be allowed 
to progress on automatic (though 
this is onfy possible for a short 
period of time) or may be program- 
med for a limited number of moves 
{and this was one option that did 
not seem to work). When a droW is 
under your control, its progress is 
displayed on an animated display 
to the left of the screen. To the right 
is a real time clock, status display 
for the droid, damage and energy 
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disptays, control options (manual, 
auto and programmed) and an 
icon to select the next droid for 
control. At the top of the screen 
the Quit and Map options are pro- 
vided — the map oniy showing the 
pari of Omega explored so far. At 
the base of the screen is a mes- 
sage window, used for communi- 
cations with droids. 

Robot power packs gradually 
run down and eventualfy leave 
droids immobile, but a drained 
pack recharges if the drokd is left 
alone for a while. More important^ 
Omega is equipped with its own 
defence droids which are Inevita- 
bly encountered from time to time. 
When they are, it's useful to have a 
droid with a powerful weapon and 
an accurate sensor unit! 

In fact a series of keys am 
required to allow access to each of 
the reactors. Keys are relatively 
easy to find. Reactors have to be 
found, identified and deactivated. 
Even then there are a lot of un- 
answered questions. How does 
theteleport work? [I can use them 
but not necessarily control them.) 
What is the purpose of the 
switches set sporadically across 
the complex and do they have any- 
thing to do with the apparently 
invulnerable force fields? Is there 
anywhere where new sources of 
raw materials to build replacement 
droids can be found? 

What Afflu* have managed to 
create here is an interesting, 
difficult but coJourfui and enjoy 
able hybrid game that should 
appeal equally to strategy and 
arcade fans. It isn't the best of its 
kind by any means but the 
char>ces are H you won't give up 
until it's successfully completed. 
The worst part of the game is the 
instruction inlay. It's a total waste 
of time. Apart from contradicting 
itsetf (at one point saying Omega 
has to be destroyed, then just 
deactivated), it doesn't even men- 
tion which keys are needed to do 
what. There is also no warning 
I about the fact that the game is not 
Interface 1 compatible. Apart from 
the dreadful instructions, and the 
rather steep price, the game real ly 
Is worth taking a closer look at. 

Now, I wonder how lm going to 
disable those force fields . - . 

PRESENTATION 81% 

Good screen layout and choice of 

colour 

RULES 36% 

Once you figure them out, they're 
fine, Shoddil y left out of the pac- 
kage for some reason 

PLAYABILITY 75% 

Not easy. I admit. Looking after all 
those droids can be quite a 
headache 

GRAPHICS 79% 

Some good animation and a pleas- 
ing display 

AUTHENTICITY N/A 
OPPONENT 86% 

Most formidable 

VALUE FOR MONEY 72% 

At least a pound over the odds 

OVERALL 75% 

A good challenge if you can spare 
the cash 



PLANETOPOLY 



Producer: Cele ry soft 

Retail Price; £2,00 
Author ; J Sharp 

This is a pure text game for two to 
four players from a company that 
goes by the extraordinary name of 
c*i*rywtt. The game is neatly but 
sparsely packaged with a monoc- 
hrome inlay, instructions and a 
recipe for braised pigeon with cel- 
ery . , , er yes, thankyou very 
much. Just what I needed. Really! 

Ah, but the game — what of 
that? Wei I , as there was no solitaire 
option, I had to pit my wits against 
— you guessed it . . . me. And sure 
enough, twas a mighty challenge 
(brain the size of a planet and all 
that). After selecting the number of 
players, each player names his or 
her home world. Order of play then 
progresses sequentially, each 
player taking all the actions for a 
turn before the next. 

There are various choices open 
to a player presented on a menu. 
Certain choices may iead to a sec- 
ond menu for elaboration. Initial 
choices allow a player to review 
status, access mining „ trading, 
government or military options, 
check how much money has been 
Spent (and where), and end the 
turn. 

The status screen displays the 
planet's name, cash reserve, 
population . a popularity factor and 
a strength factor. The mining 
screen pives you the initial option 
of carrying out a scientific analysis 
of the planet's surface. This costs 
20,000 credits (your bank balance 
always starts at the 50,000 credit 
mark) which is quite a chunk, but 
rewards are to be gained in later 
months once ores nave been dis- 
covered and become serious min- 
ing propositions. Once mines are 
open (normally two minerals can 
be discovered on each planet}, 
money may be spent on actually 
extracting them for sale on the 
trading screen. 

Trading is the next section on the 
menu and like mining, selecting 
this option leads to a sub-menu. 
The most advisable th ing to do first 
is to check on the sale prices for 
various minerals. It may be that 
mining certain ores will not be 
profitable, depending on the state 
of the market. After viewing prices, 
you may wish to sell some of the 
ores you have processed. If this is 
the case, yet another sub-menu 
opens up allowing you to sell any 
proportion of any ores to the Inter- 
galactic Federation. Ores ran 
never be sold to other players. 

The government option is mo si 
peculiar Typically, selection of this 
option prompts the arrival of 
another sub- menu but the options 
therein are not what you might 
expect. This is primarily a spend- 
ing screen. Money can be invested 
in housing, transport or buying 
imports {the nature of these 
remains unspecified]. The only 
other option on this screen is mod- 
ification of the tax rate. This leads 
to yet another men uette d isplaying 
the current level of tax and popula- 
tion. Tax may be raised or lowered: 
obviously the taxation rate affects 
the amount you have to spend 
each year. However, to offset the 
advantages of a high tax rate, the 




rate is inversely proportional to the 
popularity level. A balance must be 
struck. 

The military option gives you the 
choice of either spending money 
on defence or going to war with a 
neighbour. There is no choice for 
those who want to form alliances, 
Belligerent races may only engage 
each other on an Individual level. 
This limits players' choices. Only 
non-hinderance pacts are feasi- 
ble. 

Another option provides a sum- 
mary of progress made by the 
player this turn, and details expen- 
diture. At the bottom of the main 
menu screen lies another menu 
catering for loading and saving 
games, quitting the entire game or 
moving play on to the next month, 

The character set is redefined 
and is the only presentation fea- 
ture in the game. My real moan 
with Planetopotyjs not that it lacks 
a one player version (although con- 
sidering the simplicity of the game , 
one should have been included), 




cutty son 



but the lack of options available. 
Apparent^ an improved version of 
the game has been prepared for 
P8M gaming. I can see no logical 
reason for not adding some of 
these details to this game. It hardly 
packs out the memory. 

As I've already stated, interest 
could have been increased by 
active alliegances. There is more 
to government spending than 
transport and housing. There 
could have been more atmos- 
pheric background in terms of this 
anonymous federation. Whatever, 
there isn't enough in this game to 
keep me interested for more than a 
few games, Reasonable is about 
the best compliment I can give to 
this cassetteful of missed oppor- 
tunities. 

PRESENTATION 39% 

Very basic — thanks for the recipe 
though 

RULES 56% 

Competent and adequately 
explained system 

PLAYABILITY 78% 

\/ery easy to get into, Couid have 
been better idiot proofed (un- 
wanted text input can crash the 
game) 

GRAPHICS N/A 
AUTHENTICITY 43% 

Too simplistic to be anything more 
than a game of "guess the 
algorithm 1 

OPPONENT N/A 
VALUE FOR MONEY 50% 

Debatable. At least it's cheap 

OVERALL 48% 

The game is oniy flawed in as 
much as it could have offered so 
much more 
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adventure-wrWng UIHity still d^tn^dbv^eo.m? £2 ™r "J?"" res >» nse - Spectrum 

Mastersor, takes, close Pooic.andrusaaCSK^ ~* ""»» Sean 



The Graphtc Adventure Creator is 
a sophisticated adventure writ- 
ing package that arrives on a 
single cassette. Adventures 
written with the package 
include multiple commands in a 
single input. advanced 
graphics, full word recognition 
and a host of other features 
intended to make this the state- 
of-the-art adventure writing util- 
it* 

The packaging is very neat 
GAG comes in a large format 
cassette holder complete with a 
glossy manual. The printing isn't 
remarkable but the manual exp- 
lains every detail of the utility 
with care and precision — some- 
times with accompanying 
graphics where it is thought they 
may help. Loading is achieved 
easily thanks to use of fast load- 
ing techniques and the user is 
presented with a title/credit 
screen followed by a menu 
page, GAC itself leaves approxi- 
mately 23K free for your adven- 
ture once it resides in memory, 
but larger adventures could be 
created with multiple loading 
techniques — this should mean 
that the adventure can be as big 
as the author desire r*. Complete 
adventures run independently of 
the utility 

To give, you an idea of just what 
this package is capable of, incen- 
tive include a couple of mini 
adventures with the package. 
One is a pure text offering, the 
other uses graphics. If the lull 




men verbs, conditions and other 
details to allow rapid creation of 
small games or time to be saved 
when commencing larger 
works. 

As the graphics capability is 
the most obviously powerful 
aspect of the utility, let's begin 
with a look at the graphics crea- 
tion routines ... As with any util- 
ity of this type,, the more com- 
plex the graphics, the less mem- 
ory is available for the rest of the 
adventure. While this might 
suggest the need for simplistic 
graphics, incentive have made 
sure that the adventure writer 
has the opportunity to make up 
complex images should they be 
required. Block or line graphics 
may be implemented with ease, 
and a host of devices have been 
included to make the process as 
painless as possible. 

Four pure colours may be 
used m an illustration, though 
these may be stippled in any 
combination to give the effect of 
up to ten colours and textures 
on screen. Bright and flash 
options are also provided, 

The top two thirds of the 
graphic creation screen is sur- 
rounded by the frame in which 
the image is created. Below this, 
the pen and paper symbol are 
permanently displayed along 
with the border colour. The pen 
rests on the paper during the 
drawing process for clarity dur- 
ing picture creation. Unfortu- 



first experience with GAC was a pleasure. Just a quick look at the I 
manual allows yau to immediately design a simple adventure, and after | 
the little features of GAC are sorted out you cou I d spe n ds ™ n I hs ties ig n - 
ing the adventure of your dreams. The package is extremely flexible, and | 
if you don't feel like do»ng some of the workjike defining all your words, 
then GAC will help out. 

The thing that makes GAC so attractive Is that you don't need to have 1 
any idea of programming at all. The only thing you need is an idea of what 
how your adventure is to work, it is then fust a simple case of telling the 
program how (he locations are linked and then supplying messages and 
conditions — you can even have pictures to help the story along. 1 was 
amazed to see that incentive have managed to include an art package in 
with the price. This contains some very complex features: like elastic 
elipses, scanning through the drawing of the picture, and proper deleting 
of more than the last thing you drew. 

The adventures that can be produced should rank among the cleverest 
on the market. If you'd always thought that you woulo play adventures if 
you could find the right one — then you have no excuse any more — write 
your own?, GAC is the most powerful adventure creator on the Spectrum 
ever, an adventure processor rather than a cumbersome adventure 
assembler. 



solution to an example adven- 
ture is known, the entire game 
may be played in one input. The 
result is like a short story, 
punctuated with a series of com- 
mands and it forms an impres- 
sive demonstration of GAC's 
power. There is also a Quickstart 
file which loads a group of com- 
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nately the options menu is not 
displayed {as it is on the 
Am s trad version of GACJ which 
means seriou s study of the man- 
ual is required until the com- 
mands become second nature* 
This is my only gripe. 

The drawing routines 
supplied cater for all needs, 



Elipses, Dots, Boxes, Fill and 
Shade, slow and fast drawing, 
picture merging, and picture or 
stage deletion are all included 
along with a picture scan that 
allows analysis and alteration of 
any stage in the creation. An 
attribute grid showing possible 
problems due to the Spectrum's 



example of how these features 
cater for the kind of conditions 
often required of graphics in 
adventures. Because it is possi- 
ble to change the ink during the 
course of a picture creation and 
then change it back again, when 
the whole picture is asked for in 



When it comes to writing adventures without [earning machme code, 
I GAC and The Ouiii can both look foreboding to first time users. GACs 
advantage lies in the fact that an entire adventure may be created without 
the need for loading up different prog rams or buying add -ons to the basic 
package. The one thing you need to remember is that no matter how 
good the utility is, you will not create good games unless you have the 
imagination to write something exciting and fun, and have the desire to 
1 get the best from the program, 

Playing an adventure written on GAC for the first time is quite an 
experience. Being able to input multiple commands fin fact, entire parag- 
raphs) gives you a sense of freedom and power. When it comes to writing 
an adventure you don't feeJ as if the limitations of the program will get in 
your way. The knowledge that after a while, you might come out with 
something like The Price of Magik makes you want to learn more about 
the system. Once you have built up a little enthusiasm, coming to grips 
with the package is easy. And it's a lot more flexible and fulfilling than The 
Quill. 

The graphs facilities are excellent but a bit more on-screen help would 
not have come amiss. At first, most of my time was spent Hipping through 
the instruction manual trying to figure out how to actually draw a line on 
the screen. Fortunately the manual is we,i written. I cant wait to see the 
first few commercial adventures written on GAC, The Quitfis dead. Long 
live GAG 



colour limitations is also availa- 
ble as a screen overlay. 

The merging facility is very 
Important from a memory sav- 
ing angle, tf a picture is drawn 
and then has a frame decoration 
added (previously drawn as a 
separate picture), only three 
bytes are used, This cuts down 
tremendously on memory used 
if repetitive pictures are used. 

Most of the features work 
smoothly but the exception to 
this neatness is the Fill com- 
mand. This isn't perfect and an 
optimum position within the 
area to be filled needs to be 
found. Even then, in an awkward 
shape, a gap may be left, This 
can be rectified by implement- 
ing Fill a second time from a bet- 
ter position and the final result 
will be no different from that 
achieved with a more capable 
command routine. However, the 
finished picture takes up more 
memory. This is arguably offset 
by the fact ttiat this Fill com- 
mand takes up very little mem- 
ory itself and Is particularly fasL 
On the final picture, it makes no 
real difference anyway. 

The ability to look back or 
delete back either a single step 
or a whole picture m akes correc- 
tion and modification of pictures 
very simple indeed. The effect of 
open or closed doors is just one 



the adventure, a limited form of 
animation is possible. Things 
such as flashing lights, flowing 
water or other relatively small 
changes to detail to a picture 
can be attained with the 
minimum of effort. 

Up to 1 0,000 separate pictu res 
can be held in a GAC game, 
though it's extremely unlikely 
that more than a fraction of this 
number would actually be used. 
Because of the way pictures are 
tied to locations it's possible to 
have small pictures created as 
inserts, displaying recently 
acquired objects for Instance- 
The potential for experimenta- 
tion is enormous. 

As is the case with most other 
adventure writers, GAC allows 
up to 255 words to be defined as 
part of the adventuring vocabul- 
ary, As full word recognition is 
catered for in GAC, shortened 
versions of words {such as 
EXAM for EXAMINE) have to be 
created as synonyms by giving 
them the same numerical value 
In the vocabulary table. This 
does, however create the oppor 
t unity for more diversity and flex- 
ibility. One aspect of GAC which 
is slightly unusual is that unlike 
The Quill t words are stored 
alphabetically instead of numer- 
ically. This means the vocabul- 
ary has continuity, but 
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synonyms are harder to locate 
while editing. 

Up to 765 words can be used T 
255 each of nouns, verbs and 
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adverbs. The section 'Adverbs* 
actually includes prepositions, 
so t he Libel is an arbitrary rather 
than a linguistic onef However, 
this allows for detailed analysts 
of each line of player input and 
consequently, greater flexibility 
in terms of acceptable player 
response. 

The interpreter is the real gem 
in GAC. If you have ever wanted 
to create level e style adventures 
but have been held back by the 
limitations of Tine Quill or lack of 
programming ability, then this is 
where GAC can solve your prob- 
lems. Commands are not limited 
to verb/noun input or single 
command per sentence input. 
Instead, a whole series of com- 
mands may be entered so long 
as the adventure author has 
taken full advantage of the very 
sophisticated parser. Multiple 
commands may be punctuated 
by l ANDVTHEN\\ 1 orVtn any 
fashion the author requires, 

'IT 1 recognition is also possi- 
ble if IT is made object number 
255. This way it always refers to 
the last noun mentioned. This 
allows commands such as GET 
THE LAMP THEN LIGHT IT to be 
used. As mentioned earlier, the 
beat part about the parser is the 
fact that commands may be as 
long as the player tikes. If an 
error is made part way through 
the command (such as trying to 
get an object that isn't there), 
the rest of the command is 
ignored. 

Another area where GAC 
excels is with the conditions. 
GAC uses High. Low and Local 
priority conditions to set up cer- 
tain events under particular cir- 
cumstances, GAC checks a High 
condition before the player has 
the opportunity to make an 
input. Checking whether a lamp 
is switched on can be made a 
High condition, which governs 
whether the player can see in a 
dark location. 

Local conditions are those 
that only apply in a particular 
room or situation. If vou left an 



airlock without a space suit for 
example and the author had 
taken full advantage of the con- 
dition facilities, GAC would 
check for a spacesuit and kill 
you before you could do any- 
thing else. Low priority condi- 
tions are checked in the seme 
way as local ones except that 
they are not confined to indi- 
vidual rooms. They might check 
that you were carrying an 
object, simply to ensure a mes- 
sage continued to appear, 

GAC has more flexibility than 
any other adventure writing util- 
ity I have seen because of the 
vast numbers of counters and 
markers it has. One obvious 
example of this flexibility is the 
ability to give objects weights 
and then allow a player to carry 
a maximum weight. This is far 
more desirable than just allow- 
ing a certain number of objects 
to be carried regardless of how 
massive or mtnj scute they may 
be. 

Clever use of the 255 mes- 
sages allowed — breaking them 
down into commonly used seg- 
ments — saves memory and 
increases the apparent number 
of messages in the adventure. 
This technique is not exclusive 
to GAC but it is reassuring to see 
that such things are possible 
nevertheless. 

Editing any part of a GAC 
adventure is simplicity itself. 
Everything is well explained in 
the excellently written manual 
and alt the different parts of GAC 
are accessed from a main menu. 
The whole effort has been logi- 
cally devised. One great advan- 
tage is that you can do anything 
from the mam menu — loading 
separate programs to add 
graphics is now something of 
the past 

Though the package sells at a 
price that can hardly be called 
cheap, all things are relative. 
When you compare this to the 
competition both in terms of 
price and performance. It 
comes out way on top. Future, 
more powerful versions are 
planned (which may allow rede- 
finable character sets) but this 
should not put you Off getting 
hold of a copy as soon as possi- 
ble, as any future version will be 
a while ofl yet. 

GAC has already set a new 
standard on other micros, incen- 
tive have learned from the odd 
shortcomings of earlier ver- 
sions, and Spectrum owners 
benefit from modifications 
made in the light of incentive's 
earlier experience. The 
response to this product should 
be extraordinary. Before rushing 
off to part with your money, take 
a peek at the News Pages in this 
issue, where there Should be 
details of a money- saving offer! 
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Groon Beret Comptetad 
Mikie Completed 
Bruce Lee Cornptoled 
Kokotoni Wilt Completed 

Sacha Poyw, Toun5oing< France 



D&athchase Completed. £94,48B 
Exploding Fist 1 01 h dsn (hue limes), 
73,700 

Staratrike I 660,700 
Starstrike II 8 panels destroyed, 
2M50 

Spyhunter 93425 

Fighting Warrior 65.4460 

Yie Ar Kung Fu 199500, 40th level 

Bombjack 260790 

Atk Atac Completed 

Rambo Completed 

Sabre Wutf Completed 

Cookie Completed 

Antony Homfrayv Salisbury, Wiltshire 



Beach Head Completed, 1 12,000 
BomblftCk 154,000 
Bounty Sob Strikes Back 22.000 
Bruco Lee Seal en Wizard five nmos 

with 294,325 

Footkall Manager Won First Division 
Championship and FA Cup five years 
running 

Ghostbustera 77.QOO 
Hampstead Completed 
Harrier Attack Completed 
Hobbit Competed 
Inca Curse Completed 
Jet Set Willy 52 objects 
Jet Set Willy II 69 objects 
Monty on the Run 1 ,650 
Match Day Won 16-0 m final 
Planet of Death Completed 
Pyjamarama Completed 
Guazatron 7.300 
Roller Coaster 7,600 
Spellbound 76% 
Scrabble Won at all levels 
Sdmafltfm Fox Strip Poker All six pic* 
turn 

SI Andrews Gort 6 tinder par at 
eighteenth 

Skool Daze Completed 
World Cup Won final 6-0 
World Series Baseball Won 1 12 3 
World Series B asketball Beaten level 
3 P 29-24 

Zorro Completed around 40,000 

Toby Blake, Inverness, Scotland 



Commando Stage 4 
Chuckle Egg Stage twenty-five 
Bombjack 245.600 
Hunchback Stage B 
Vie Ar Kung Fu Completed 
Robrn of the Wood Completed 
Shrinking Fireman Completed 
Saboteur Completed 
Cauldron Completed 
Hunchback II Completed 
□erigertnousa Gctmpieted 
David Mewsum Sc*w*by H South 

Yorkshire 



Green Beret Compleled 
NUfcie Round game three times 
Commando Area 1 3 
Frank Bruno Completed 
Saboteur Compleled i 
Barry McGutgan Beaten Barry 
Automania T wo car* 
Andrew Friday, Leeds.. West York 



So. We have booked trie ulti- 
mate semester challenge In the 
form of a Programmer Playoff p 
featuring Match Day and the two 
people who wrote Hie game 
which will be held in October. 
Further details ate to be found 
on the Editorial pages this issue, 
but HF you reckon you're in wttfi a 
chance of beating Jon Hitman 
and Chris Clarke at their own 
game (literally), make sure to get 
your name and address in to the 
CRASH MATCH OAY CHAL- 
LENGE, PO BOX 10. LUDLOW, 
SHROPSHIRE, SYS 1 DO as soon 
as you can. 

Beware. The Ludlow Gibbet te 
well maintained and rf we end up 
shipping a fibber to Ludlow to 
take part in the Match Day Chai- 
tenge ¥ the gibbet will coma into 
actkini 

Ponder on that, my lovlies. 
Meanwhile, here's another 
monthly dose of High Score) 
Gore . . 






Sahrawurf Completed 
Underwurlde Completed 
Knightkore Compleled 
Alien A Completed 
Yebba pabba Doo Completed 
StarQueks Completed 
Bruce Lae Completed 25 limes 
Monty Mole Completed 
Monty on the Run Completed 
Monty is Innocent Completed 
Skooldaje Completed 
Beck to Sfcoot Compleled 
Star strike Completed 
Starstriko II Completed 
Gyroscope Completed 
Nightshade Compleled 
Gunfright Completed 
AUg Atac Complied 
Manic Miner Completed 
Jet Set Willy Completed 
Jet Set WWy II Completed 
Avelon Completed 
Dragontorc Completed 
Faifllght Completed 
TirNa Nog Completed 
Dun Darach Compleled 
Pyjararna Completed 
Herbert' s Dummy Run Completed 
Three Weeks in Paradise Completed 
Shadowf Ire Completed 
Enigma Forge Gtimpleitfd 
Mikie Completed 
Way of the Tiger Completed 
Kokltonl WW Compleled 
Airwolf Compiet&d 
Cosmic Wartoad Completed 
Node* of Yesod Completed 
Arc Of Yesod Complete. ! 
Robin of the Wood Completed 
Grtosthusters Completed 
Pinchbeck Compleled 
Hunchback II Compleled 
Witches Cauldron Completed 
ManX Calms, Uebum, Northern Ire- 
land 



Hunchback II Usl Screen 

Wizard's Lair 2 pieces of Golden Lion 

Gunfright Lone Ranger 

Saboteur Compleled level 3 

Commando Level 3 

Exploding Fiat 6th dan 

Match Day Won Filial 11 -ft 

Kung Fu Black Bel! 

Chuckle Egg Level & 

Green Beret 2nd paratrooper on the 

harbour 

Bomb Jack Got round 7 times, 1 07 ,000 
Spy Hunter Icy roads 
Bruce Lee Hetired alter killing wizard 
1 Q times because ringers had cramp 
Everyone's e Welly Completed 
Three Weeks in Paradise Compleled 
Pitfall 2 Completed 
Knightsoft Poker Completed 
Alien Completed 

Football Manager Division 1 «n four 

seasons: 

Ghostbusters Completed 
Jamie Reed, South Shields. Tyne and 

Wear 



Commando Area 
Cookie Belted Cake 
Ghotfbuster* Complex J 
Jungle Trouble Completed 
Mate hday Won 8-2 m Final , : >, * 
Mikia Clocked twice 
Rocco Won Wodd Championship 
Saboteur Compleled levels 1 and £ 
Sai Combat 8th Dan 
World Cup CamhAl. Won World Cup 
SlDt Hounslow, London 

Staretrike 1 ,000.000 
Knight Lore 13 Charms, 68% 
Beach Head 1 05 ,400 
Atic Atac Completed 
Commando 198,500, level 9 
Hyper&ports 200 ,822, Swimming, 27.2 
seconds; Skeet Shoofcng. 31 ,000; 
Vault. 860; Archery, 4,000- Triple 
Jump, 1 3.24; Weight Lifting 185kg 
Ghosts and Goblins 171 .400; rescued 
Princess 

Sweevo's World 67% 

Bombjack 1,269. &A0 

Roller Coeater 5.800 

Green Beret 122,300; Pn&on Camp 

Rebelstar Completed 

Match Day 12-0 Final 

Alien 6 12 cyrogenic chambers 

Sabre Wurf 61,180:3 pieces of amufet 

Galaxians 70,000 

PSSST 36,780 : 

Pyramid 11 8 r 304; Completed 

Tommy Naah. Jacksdale, Notts 

Bomb Jack 732 428 

Sai Combat 7th Dan, Black Belt 

Jetpac 420,150; compleled four times 

Manic Miner 14th level 

Trash Man 3rd Street 

Airwetf Three scientists rescued 

Nodes of Yesod 41% 

Ram bo 12,000 

Chuckle Egn2ist level; 232,400 
Chequered Flag Every lr@Ck done in 
fust three minutes 
Tranz Am (wo cups 
Tomohawk MiSStOn 1 , 4 tanks, 4 held 
guns, 2 choppers 
Exploding Flat Bin Dan 
Rocky Horror Show Completed 
Hypersports Completed three limes; 
Swimming. 26.5 seconds; Skeet Shoot- 
mg, 910; Vault &,3B; Archery 3750; Tri- 
ple Jump 1 5m 78; Weight Lifting, Ban- 
tam Weight 

Simon Mossman. Wallasey, Merae- 

yskte 

Ant Attack 4 Girls Rescued 
Saboteur Completed Level 2 
Commando 488,055; level £10 
Airwotf 4 Scientists Rescued 
Strontium Dog Completed and map- 
ped 

Kung Fu Completed 
Booty 28 objects collected 
Sabre With* Completed 69% 
Flight from the Dark Completed 
YT Ar Kung Fu 1 .586,000; level 210 
Harrier Attack Completed, all difficul- 
ties 

Eureka Prehistoric adventure com- 
pleted; 50% Ancient Rome completed 
Cookie Baked one cake 
System 1 5.000 Compleled 
Gift from the Gods 4 shapes 
Frankie &B% 

Exploding Fist 175,500; 10th Dan 
Roller Coaster 10,000 
Fa i rtfcght Got Book of Light 
Chuckie Egg 2£th Sheet 
Transformers One and-a-half faces 
Spytiurrter 209,000 novice 
International Karate Been to all coun- 
tries 

Jet Set Willy 46 object* 
Cyberun 1 62.800; 7 add ons 
Green Beret Got to bridge 
Death Chase 8th taval 
Rocky Horror Show 14 pieces 
Slarquake Completed 56% 
Mlkie Completed twtce 
Starstrike II Destroyed Beta and 
Gamma with 730,500 
Gunfright KiHftd IhreeteJdiea 
Critical Mass Completed 

S Jones., Clepha m. London 




SPECTRUM 

HospHal&Servkes 

• DIRECTORY' 




EAST ANGLIA 



R.A.EUtntQHKS 
133 London Road South, 
Lowestoft, Suffolk 
^0502 66289 

Spectrum repairs 
C1/1u<lyinrJusiy? 
Keyboard £12 



THETFORD MICROS 
Unit 4, Lsyland Close, Rson Ind 
Est, Ttietfonl, Norfolk 
S (0642) 65997 

R-Ri^airs to all Sdnclaw cainpgter products 3 
mwTths warfanly. 
E15 + W.P&P 



GAZTEK COMPUTERS 
4SheHhangerHaad p Msi, Norfolk 
IP22 3EH 
» Wfe 10379) 52327 

Slockists of Commodaf-e. Smclaif and Amdrarj 
computers. 
Alt repairs tarried ou\ quickly. 



EAST MIDLANDS I SOUTH WEST/ WALES I LONDON/SOUTH EAST 



ON £ STEP BEHIND LTD 
11a Castle Meadow 
Norwich NR1 30E 
S 1 (0803) 603796 

Repairs oi mps) computers and accessor ies. 
Urge range of software and peripherals 



ZEDEM COMPUTERS LTD 
2 Kimbolton Road 

Bedford MK462HR 

^(0234)213645 

Spectrum repairs £19 95 + P« 4B hr 
turnaround 3 mwtn warranty. Free estimates 
Also BBC, CW, Arnflrad 



NORTH EAST 



MICRO POWER LTD 
North wood Noun, North Street, 
Leeds LS7 2AA 
S {0532)458800 

Repairs - 
16K <uid 4&K Speclrum 
Rqpajr Centre 



MICRO-MEND 
Main Street, Farcel, 
Petirbqroiiflh PE7 3DB 
9(0733} 241718 

New, low fawl prrtes: Spflctrum ft? M/drrve 
£18, Lineal Elfl.Z* Printer £1* 
Allinc + RRELflO 



MCE SERVICES 
33Mlwt Street 
MansfleW, Notts 
» Mansfield (0623) 31202 

Fixed charge repaid to all home cmnputm, disc 
driwas, manrtora-^nd printers 
3 month guarantee 



DIMENSION COMPUTERS LTD 
27-29 High Street 
Leicester LEI 4FP 

S (0633) 67470/67470/21674 

Spectrum repairs for less than £25.00 

6 months warranty 
Telephone diagnostic service available 



FIRST BYTE COMPUTERS 
10 Main Centre, London Road, 
Derby DE1 2PE 
•S Derby (0332) 365280 

Fi*ed pnce repairs - software, peripherals and 
accessories 
Dert>y s leading computer store 



WEST 



QUANTUM 

33CtnrAeade,CiweiTb7, 
Warwickshire CV1 3HX 
^Coventry (0203) 24632 

We service all Sinclair computer products. ZX81, 
Specloim. Spectrum Plus. inlBrtace T. 
Microdrive, elc. 



BULL RING COMPUTERS LTD 
1 Waterloo Terrace 
Bridgnorth WV16 4EG 
?5 OtldgnortJl (074 62) 66839 

BuN Ring Computers sell hardware, software, 
accessories, and do repairs. 



MICRO CITY 
1 A Queens Road 
Nuneaton 

8UU03)382049 

Specialist Spectrum repairs E 1 5 QO «nc parts. 
laMur and pap 
Enclose paymenl wdh Spcchum 



THOMAS WALKER 6 SON 
37/41 Diss* Street 
Birmingham 05 7HR 

» 021-622 4475 

ftepaire to Sinclair, Commodore. BBC and and 
other make on request. Free quote iaciljty 



TECHNJCOM SERVICES 

(South West) (New address) 

Unit 5, Transom House, Victoria 

Street, Bristol BS1 6AH. 
SWiHSCOmbe (093 484} 3460 

Sinclair repair specialists. E t2.50 + 
parts and PIP 3 months guarantee 



CAPITAL COMPUTER SERVICES 
Unit ^Cardiff Workshops, Lewis 
fld, East Moors, Cardiff CF1 SEC 
s Cardiff (0222)461801 

Spectrum repairs £17 luliy inc. 3 month 
warranty, fast and reliable service 



MOO FARE 
296 Gloucester Road 
Horfield, Bristol 
S* 0272 46675 

Speefnmts repaired 
1uf£19— 
or less 



IT WESTERN ELECTRONICS 
Unit S2A & S3, Aranskfo Enter- 
prise Park, Newbroughton Rd, 
Melksham, Witts. ©0225 705017 

Ftepaira. Spectrum/flus t to 50 keybaa/ri 
E8.30. Interface & Microdrive €1700 each. All 
fulfy inclusive. Callers welcome. 



NORTH DEVON MICRO CENTRE 
(ITeC) Lynton House, Ca sue St, 
Barnstaple, North Devon 
3(0271) 44260 

Spectrum repairs £19.95 inc return P&P Fast 
turnraund. 3 month warranty. Phone lor quale 
B6C CBM64. Amslrad 



SCREEN SCENE 
144 St George* Road 
Cheltenham, Ghks GL50 3CL 
5? Cheltenham (0242) 528976 

Repairs tor all Sinclair Computer Products 
Immediate quolalian. 3 months warranty Sates 

Service. 



SCOTLAND 



MICRO SERV 
OSD e ertfrl uM He w. WiwfflrtdJnd. 
Area, Cumbernauld 668 9HN 
a 02367 37110 

Repairs to all Sinclair range, inc. inlerface, 
Microdrive, monitors. 3 month warranty. 
Free estimates. 



SPEAK/EAST COMPUTERS 
141 Mercy Street] MotiionrWll, 
StrethclwteMLI 1JP 
S 0696 53609 

Repairs to all Sinclair computers, monitor, 
trade repairs welcome, three months warranty. 



CHILTERN COMPUTER CENTRE 



Late*, 

» (0662) 456684 

Spectrum repairs £ 16 ,00. 3 month war ranty. fuH 
range ot computer repairs, mc peripherals. 
Fast reliable service. 



SUAE DATA COMPUTER SERVICES 
45 Wychwood Annuo 
Edgware, Middlesex 
©01-951 0124 

3 month guarantee iparts, labouri on Spectru m , 
01, BBC and Commodore 



VK CODERS 
6 London Bridge Walk 
London SE1 
W 01-4031988 

3 month warranty un aW repairs 



GATWIGK COMPUTERS 
02 The Boulevard 
Crawley, Sussex 
S {0293) 26240/37842 

3 manto warranty Dn ail impairs. 
Supencr service. 



NORTH WEST 



6TFr largate, Preston, Lanea shire 
PR12XT 
^0772 561952 

Mainlenairo nnrj repair oi Computers . Monitors, 
Disc Dfiws and Printers 

H. Sa COMPUTER SERVICES 
Unit 2 p Tlte Qncharf, Warton, 
Preston, Uncashire Pft4 1 BE 
^(0772) 6326*6 

Repairs f 14 95 fully inc; 24 his turn-round. 3 
nronth guaranti?? 
Why pay more? 



MIGRCTRIX 
24 Great Moor Street* 

Bolton 041 IMP 
Barton (0204) 39817G 

Repairs on ar! Sjuclatr pitjdLicts 
2 monKi guarantee 
Frae poslEr 



MApiCOMPJJD 
Unit 5 Levenshulme Trading Est, 
Printwofks Lane, Mandiester 
M19 3JR S 061 -224 1888 

Sp*c»ninr rflpiK - between £9 and £20. 3 
munthswdrramy Open 9am- fprn. Mon-Sal 
While-u-waiT service 
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tor details of adrertistog in this 
section, contact Nick Wild on 
I05S4) 4603 or write to film at 
fltanftetd Pubitotkons. 
1/2 King Street, Ludlow, 
Shropshire, SYB1DB 




WINNERS (y p RIZES 




DOM ARK SPLIT PERSONALITIES 



Domaak offered a set of full-colour 
screen dumps from their latest 

Sine, the CRASH Smashed Split 
rsonahties as the first prize in 
this competition. As well as acquir- 
ing this colourful prize, Brten Frost 
of Small Lane L39 4R0, who just 
so happens to be the winner, also 
gets to have a "Domarted for 
Life" i-shirt and a signed poster. 

Ten runners-up win a Domarfc t- 
shirt and a sjgned poster and the 
next forty correct entries pulled 
out of Graeme Kidd's Doc Marten 
boot will receive signed posters of 
the game Spiit Personalities, All 
fifty one winners will afeo he 
receiving either a Ronnie Reagan 
or a Margaret Thatcher Pet Hate 
which squoota and is a rubbery 
caricacture of the popular politi- 
cians. 

All these prizes for simply re- 
arranging Ronnie Reagan's face, I 
know a lot of people who'd do thai 
for far less. ... I 

T SHIRT AND POSTER 
WINNERS: 

Adam Hold, m Crest, ALIO 8EZ; 
C McRoberl, Martello Avenue, 
BT16 ODH; Lee J Haywood, 
Wyvern Avenue, NG10 1AG; 
Robert Taylor, Cherry Crescent, 
TWB BNN; Paul Stiean, Beaufort 
Close, LN2 4SF; Andrew Beevers, 
Glebe Road H S64 8LD; Graham 
Parker H Hogarth Drive, NE3B 7 LA; 
(M Wilson. Locke Lane, S70 1QH; 
Derek B Russell, Rosemount 
Drive. EH52 6DE; D Ross, Croft 
Place, AB3 9TE 

SIGNED POSTER 
PEOPLE: 

Tim Carpenter, Mill Rise, HU14 
3PU; DO very, PeninsutaRd, S022 



4PA- Spencer Cannon, Norwich 
Drive, BN2 4LL; S Sands, Tudor 
Crescent, TNI 4 5QT; Adrain 
Shaw, Saunders Lane, S051 OOP; 
David Bone, Melrose Avenue, 
NE31 2JF; Steven J Wheiler, Lon- 
Y-Coed. CF31 4UA; Barry Gor- 
man, Bally green Drive, BT28 1 SU; 
Simon Pendry ( The Glade, WN6 
QDJ; Steven Ellis, Wansbeci< Rd. 
NE32 5SS; Sean Crees. Newlands 
Lane, P019 3 AX: Craig Dorrance, 
Wyndhurst Rd, B33 &JN; Wayne 
Haddock, Macdonald Close, B69 
3L0; Chris Topham, Cliff St, WF2 
ODW; Justin Davies, Gakridge 
Acres. SA70 flDB; Andrew 
Need ham. Cropston Rd, LE7 7BR: 
Matthew Richards, Powells Court, 
NP5 3D A; Joe Rebbeck, Highfield 
Rd, BD9 4HY; Kevin Sardon, High 
Street, Y06 7AE; Paul Robertson, 
Annan Avenue, G75 BXT; Alan 
Walton, Peel Close, BB2 3NG; 
Warren Berkley, Stack Lane, DAS 
BBL; C Yau, Delancey Sreet, NW1 
7RX; Nick Wearn, May lands 
Avenue, PG4 8SB; Lee 5efton r 
Denmark Rd H NI8 ODZ; Richard 
Gaherty, Kippax Avenue, BA5 
2TT; Mr A PA Morris, Rycrofi SL4 
4 HQ; Charles Penning, Den- 
Maag, Netherlands; Daniell Ball, 
Copse dose, SL7 2NV: David 
Wheeler, Berkley Rd, CVfl 1AQ: 
Craig Spires, Cross Terrace, EN9 
300; Miguel Soaires. Rua Inacio 
Da Sousa, Portugal; Jacob H 
christensen. Seabank Rd, I VI 2 
4EY; Phillip Jenkins, Birchgroue 
rd. CF4 1RS: Robert Graham. 
Rotherwick Rd, NW11 7DG: Ian 
Hunter, All Saints Close, CM1 
5HT; Nick Wrightson, Maisis Rd, 
BD21 1EY; Sfeaphen Baxter, Tre- 
garon, SY25 6CN: Jim Gilion. 
Proctcx Way, GQB 1XE; Mark 
Hansgate, Moorside Terrace, 
BD11 1HX 



Martin Lee won't be bathing in fame until early next year — 
DESIGN DESIGN have gotaheauy schedule at the moment and 
had only reserved enough time to write one game for GENESIS 
before Christmas. Martin's arcade adventure should be an 3 
Spectrum near you by Springtime^ though . # . 



MORE GENESIS 
RESULTS 

As you may have realised (if you 
peeked at the News Inpul pages 
belore vou got here) the judges for 
the GENESIS Birth of a Game 
competition had a terribly difficult 
time of it. 

Apart from the two. yes two, 
winners, Ian Bell of Leeds impre- 
ssed the judges with his Lemming 
game and Nigel Palmer of Nor- 
wich who game up with a com- 
plete package on He^dche were 
worthy of a special mention, the 
judges decided. These two fellows 
will soon be sent a collection of 
goodies from the coffers and 
storerooms ofDOHMK and design 
design as a token of the judges 1 
respect! 

Watch out lor a progress report, 
next munf! 



HIGGLES TAKES TO THE AIR 



Way back in Issue 30 when Biggies 
fever was rife in the CRASH office 
and various Database Minions 
{Gary Sumpter for one) took to 
dressing up as their war-time hero, 
MmflORsoFT offered a whole range 
of goddies as the prizes to their 
Btggies Competition, 

Wo, the task was not to see how 
silly you could look by dressing up 
in a tattered ftying jacket and stick 
on handlebar moustache, If rt had 
been, then Mr Sumpter would 
have won hands down! Oli drew a 
couple of piccies of Biggies, and 
you had to Spa1 35 many ditfer- 
ences as possible. The winner, 
Alister flobson from Kingston 
Upon Thames wins a Biggies 
Goody Bag from hirrorsoft 
which includes a copy of the 
game, a Biggies t-shirt, scarf, 
badges, stickers and a signed 
photo of IMiel Dickson who plays 
Captain Biggiesworth m the film. 

Twenty five runners up listed 
below each receive a copy of Big- 
gies and a T-shirt 

Paul Gray p Edge ware Close, 898 
BQG; Richard Anderson, Kin- 
cora Avenue, BT4 3DW; Robert 



Bond, Engineer's Flat, SE1 8 XX; 
Elliot Swindells, Fitzhsnry 
Mews, NR5 9BH; David Young, 
Barrards Way, HPS 2YZ; F A 
Beale, Hinton Close, DT11 7RS; 
M J Dunn, Carberry Rd, LS6 
1QQ; Paul James, Leake Rd, 
NG11 OJN; Sean Smith, 
Bent ham G rammer School, 
Lanes; William Black, Afton 
Drive Scotland, PA4 OXH; Simon 
Heasman, Limpsfield Road GR2 
9EF; Micheal Avery, Crag Side, 
D H 2 2TN; C 5a nderson Queen s- 
wavr WA16 OWN; Kevin Devine, 
Thomhill, Y011 3LY; Jayne 
Pritchard, Troubridga Rd, TR1 3 
SDH; Andrew Murray, Ha was 
Lane, BR4 9AA; Kevin Cawth- 
orn, Pilgrims Way, PE11 1LJ; 
Robert Stokes., Robin Hood 
Lane, B2S GJX; Geoffrey Hills, 
Dersingham Ave, 112. SQE; 
Jason Ward, Luscombe Ter- 
race, EXT 9LY; Joe Guerrero, 
Linnet Drive, CM2 BAN; Richard 
Dewey, Rodger Rd, S13 7RHJ Mr 
Les Lee, Ashley drive TW2 6HL; 
Simon Mossman, Marlowe Rd, 
L44 3DQ\ J Murrey, Taunton 
Avenue, NN3 SLY 



THE SEWER— A game you should he seeing after Christmas, 
courtesy of the GENESIS BIRTH OF A GAME comp 




y-rciv" 



m 

a; 



m - 





Graham Stafford and Mark 
Strachan h&fd the wmmng entries 



The GENESIS judging tMifl In 
fuli session. 




HEADACHE — the GENESIS entry from Nigel Palmer 




t 




SAVING A MINION PAIN 



The Comps Minion's life is not a 
happy one as you have probably 
gathered, In the 'Save A Minion 
Pain" competition in issue 30, you 
had to design a map of CRASH 
Towers 10 help our put-upon Min- 
ion avoid the perils of Editorial, the 
Art department and all the terrors 
that lurk in between. A Powis of 
Harold Rd, Custom ME2 1EE is the 
cartographical whizz who wins 
and will soon the proud owner of a 
Hologram made hologra^x and a 
1987 Tolkein calendar, 

Fifty runners up each receive a 
copy of the new repackaged Hob- 
tit to play and enjoy at their leisure. 

Bryn Pritchaind, Panhalvwsn, 
TR16 6TQ; Andrew Edwards. 
New Road P02 7RS; M Adams, 
Poplar Avenue, Norfolk; Jared 
Smith, Wilton Bartk t T812 IPO; 
Mark Sitreon, Teal) Court, WF5 
OPF; Jeftery Fuge, Oundridge 
Lane, -B5S 8SN; Stuart Whap- 
pies, Knox Una HG1 3AW; 
Matthew Gilbert, Julius Rd> 8S7 
SE U; Paul Rosbotham, El stead 
Grove, WN4 QRJ; Daniel Wat- 
kins, Meadow Rise DY12 US; 
David J Jackson, Landsmoor 
Drive. PR4 SPE; Shaun Hill, Fin- 
Jay Close ME 13 7SH; Kevin Cur- 
tin, Elmgrove, JV12 4SN; K Jamil, 
Gladstone, NW2 6 LA; Derek 
Jenkins, Fishguard Rd, CF4 
5PU; Thomas McDermott* Main 
St, Ireland: Afan Walton, Peel 
Close, BB2 3NG; Allan Price, 



Calve Hey, LS13 1HF; Paul Wil- 
liams, Dane Grove, 5T10 1QS; 
David Watero, Ptngiate Road, 
SY23 2EU; D Gorton, Revidge 
Rd, BB1 BDJ\ David GosneJI. 
Sixty Acres Rd, HP1B OPE; Urn 
Twelves r Ave rs tone Street, 
SE1 1 5TS; A M KnsO n , The Ga r d^n 
House, SG14 3RU; Richard 
Cross, London Rd, P07 7AL; 
Neil Hlbbs, Moor Lane, M23QLY; 
Stephen Kelly, Wickdown Ave, 
Swindon; Sean Cooney, Gel way 
Rd Eire, Jamie Orr, Humble, 
EH36 SPN; Lee Prutton, Jubilee 
Crescent, SG15 ©SB; Tim Dob- 
bin, Hall Lane, PO20 SPZ; Dun- 
can Harvey, Mousahold Lane t 
NR7 8HL- Derek Connlfte, Goats 
Town, Ireland; Gereth Owen, 
Enniskeen, BT65 4AB; Paul 
Whaatley, LEG OCT; Roger 
Houghton, WN7 Gareth 
Young, Hogarth Place, 0X14 
SLR; Dave Martin, Esthwaite 
Grove, 0L14 9LU; Gary Wedge, 
New ha II St, WS1 1 1 AD; Ian King, 
Tipton, DY4 SBH; Brendan 
Davies, Maes Hyfryd, Lt 38 8EY: 
Antony Layzell, Lorton Avenue, 
CA14 3JF; Steven Edwards, 
Portland Gardens, TR11 2QT; 
Alan Packard, Fulmas Rd, RM 12 
5LL; Christopher Lewis, OakhIM 
Rd, Surrey; Chris Beales, Lfmet- 
ree Gardens, NG14 7DJ; Kevin 
Wi Hocks, Vicarage Rd, TW16 
7UB; Atest Ng, Llane4ian Rd LL29 
&UH; Stuart Lawson, Free Ian d& 
Crescent, Glasgow G60 5DZ 



ADVENTURE CHART WRITE-IN COUPON 



Please use block capitals and write clearly! 

Name , . , - 

Address 



My top five programs are: 



TITLE 



VOTE OUT OFTEN 



postcode 



T SHIRT SIZE 



Send your coupon to: CRASH ADVENTURE TRAIL, PO BOX 10, 
LUDLOW. SHROPSHIRE 8YS 1DB 



_J 



CRASH HOTLINE WRITE IN COUPON My top five favourite programs in descending order 
Please use block capitals and write clearly" are: 



Name 

Address 



TITLE 



PRODUCER 



§ * * ¥ * 



Postcode * _ 

T SHIRT SIZE f_ 

Send your coupon to; CRASH HOTLINE, PO BOX 10, * 

LUDLOW, SHROPSHIRE SY8 1DB _ 
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etailers 



Am do 1 1 ■' Sou t 1 1 I'.st^t 



Chips' Direct Data Ltd, W Rugby 
Road, Worthing, Susses BNI I 5NB- 

HS SCA 

Ultima, Unit 28, White Lion Walk, 
Ciuildtcini, Surrey HS SCA 

Suburbia , 2&8 Ktreat fre Id. Road , Ken u -i : , 
Middlesex HA J? MS SCA 

Speed ysoft. I"nc Blacksmiths, Radnage 
Cummun, i liuh Wycombe, Bucks HPI4 
4DH » CI24TOj6 HS SA 

Software Plus, Liberty Shopping Mull, 
bast Sq< Basildon „ Essex; 336Chartwcll 
Square r Southend. Essex; 72 North 
Sirect. Romford, E J .saejt; 22 Si Matthews 
51 H Ipswich. Suffolk l Boulevards, Har- 

Sur Centre, Bedford, Beds; 49 High 
rrect. Gillmgharn, Kcni S SCA 

Software City, 47 Cheap Strcel, New- 
bury. Berks. RG 14 ?BX S SCA 

Slough Computers. 24S I huh Street 
Slough, Berks SL I LBN. 9 2L594. 

HS SCA 

Shckhana Computer Services, 221 Tot- 
tenham Court Road 4 London VY'lK 
9AF« 01-800 3156, HS SCA 

Saca Sv*terns Ltd, 2 Eve Road P Woking. 
Surrey GUI I 4JT HS S 

Readers Dream, UWla Harhngton Road 
West. Felrham, Middx. W 01 078(3. 

HS SC 

Barrv Paul. Leather Lane Music Shop, 
67 Leather Une. London F-Cl. « OJ- 
405 1270. S SCA 

Octopus Software. Unit 31, In- Shops * 
High Road. WeaJdsione, Middles. 

HS SCA 

The Micro Workshop, 12 Station 
Approach, bpsorn h Surrey KT19 8ES, 
flTTel . Epsom 2 1 533. HS SCA 

Harlow Computer Centre. 17 Staple 
Tve . Harlow, Esse* ( CM 1 8 7LX . 

HS SCA 

JKL Computers, 7 Winsof Street, 
Usbridjtc , M iddx U BB 1 AB . HS SCA 

Games Worm", 129 King Street, Ham- 
mersmith. L-undon W6 ?JG « 01-741 
4467 HS SCA 

Gallery Software, J si floor, 140 The 
Amdaie Centre, Wandsworth, London 
5W1K HS SCA 

M. D Cooper, Computer Software and 
Retail Sales, 63 High Street, Kempston, 
Beds. * 0234 852017. HS SCA 

Canvey Software, Harmer Arcade, 
Roman Road, Urtdon El. HS SCA 

Canvcv Software. Canvey Market , Hifh 
Street "Canvey Island, Fsse it HS SCA 

Alan Bedding Photngraphy/Suftwaie. 
M Mile End Road, Colcficsicr. Essex. 
* 0206 051030. HS SC 

Bracknell Computers, -M The Broad- 
way, Bracknell, Berks, RGI2 LAG. 

KB SCA 

Nimbus Computing, 6 Station Road, 
Wcsi Wkkham, Kent. » 01-777 3160. 

HS SCA 

Discount Software, 121) Lord Street, 
Huddesdon. Herts tiN 1 1 HNP. HS SCA 

Logic Sales Ltd, 19 Tnc Broadway, The 

Bourne, Soul h^ate. London NU 

BR2 4942, MS SC 

Vuain Games Centre, 100 Oxford 
Street, London WIN 9FB. « 01-637 
7^11 

Virgin Games Centre, 157-161 Western 
Road. Brighton BNI ZBB » 0272 
725313 

Virgin Games Cent re, c/o Burtons, 140- 
1 44>4!gh St , Bmm Icy , Ke nL » 4606A95 



Vi rgin Games Centre , Top Man, Oxford 
Circus, 172 Oxford Street. London Wl 
* 01-927 7826. 



North West 



Stewart Fleet amies, Penny Meadow. 
Ashton-undcr- Lync, Lanes. 0 061-3M 
om HS SCA 

P.V. Microcomputer*, 104 Abbev 
Street, Accrington, Lanes. HQ SCA 

McSoft.Unil4*,Moorgate Indoor Mar- 
ket. Moorvate, Oimskirk. Lancashire. 

HS SCA 

Mach El, Ungam\, St Geortes Pre- 
cinct, Preston, HS SCA 

Lancashire Micros. 8° Huston Road. 
Morecanibe. Lanes. HS SCA 

Computer World iUK) Ltd, 208 Cbnr- 
levOtd Road, Bolion, Lanes BLL 3BG 

HS SCA 

Book Bargains, 31 St Andrew s Road 
South. St Annes, Lanes S SCA 

A. A. Discount Software, 112 
Marlborough Street, Ashton-u~Lync» 
Lanes OL.70H A * 06 1 -330 237n . S S 

Bit Bvtc Computers t 144 Wilton Street, 
\ .:i!iwich. Cheshire CWG SNQ HS 

SCA 

City Software, 66 Lime Streets Liver- 
pool Ll UK S SCA 

Computer Games Shop, 3 Royal Oak 
Buddings, Waterloo Road. Blackpool 
FY4 2AO-*0253 4£73S. S SCA 

The Little woods Organisation pic, 
Church Street, I .iverpool L7iH AO (and 
selected stores). HS SCA 

II &. B Software. Unit 191, Upper 
Rochdale Market, Amdaie Centre. 
Manchester M4 21 B S SCA 

H & 0 Services, 1338 Adtion Old Road, 
Nietiet Upemhau, Manchester MM 
lift S SCA 

H. W. Luxton, 236 Smithdown Road, 
Liverpool LJ5 5 AH ft O.M-733 1135. 

S SCA 



rtuuth/Sciulli ^ i -.£ 



Kash-Kuhi, 77 East Street, South- 
ampton S SCA 

Camputcrbasc Co., 21 Market Ave, 
City Centre, Plymouth PLl IPG. 90752 
fi7212fl. Hfi SCA 

Gateway Business Systems Ltd. 6 Sta- 
tion Road, New Milton, Hants HI 125 
6JU. HS SCA 

Gerard's Software at Corsham D.J. Y. 
Centre, a The Precinct, Corsham, Wills 
SN 1 3 < \ AS ©0249 7 1 2ffi\ HS SCA 

Montage, 8 Holyrood Street, Chard, 
SomersetTA20 2AH. S SC 

Manor Park Enterprises, S2 Mcllsloek 
Avenue, Dorchester, Dorset. HS SCA 

K & K Computers, 32 Alfred Street. 
Weston s-Mare . Avon . « 0934 4 1 W24. 

HS SCA 

Kin tech Computers, St Tudy. Bodmin, 
Cornwall PL30 3NH. HS SCA 

Judy a Records & Computer Software, 
Unit 2M, Rxmouth Indoor Market, 
Exmouth* Devon. 15 bimomh 264593. 

S SCA 

Fal-Soft Computers, 8 5l Georges 
Arcade. Falmoyth, Cornwall. HS SCA 

Games, lnc T 9 Frankfort Gate, 
Ply mou th , Devon , PLl I OA S SCA 

The Fuse Box ,67 Sidwell Street, Exeter. 
Devon. HS SCA 

Computer ScrvkcK, 4 The Circe n . Crcdi- 
ton, Devon EX17 3LH. S SC 

Vtrgiri Games Centre, IR Merchant 
Street, Bristol BSI 3ET. « 0272 294779. 

Virgin Games Centre, Itifl-Hfi Armada 
Wav. Plvmouth. « 075 2262817. 



MiillufidN 



Soft Spot Ltd, 5 George Si red. Ban- 
bury p Oxon OX 1 6 9YT. « 0295 68921 

HS SCA 

Hoiieysclt Corn pule m Ltd, 17 Union St, 
Hereford. HS SCA 



Fast Forward, 29 Smith Street, War- 
wick, Warwickshire HS SCA 

Fast Forward. 39 Parsons Street, Ban- 
bury, Oxon HS SCA 

ComputaCenta* 17 Campbell Street, 
Belper. Derby DE5 1AP HS SCA 

D.J S Micros (Mail Order), 2ft High St r 
H arrin wton . N( ^rt ha n Is N N f> VN L ' 

HS S 

Gordon Harwood Computers. 6W?1 
Ni^h Street. Alfreton, Dcrbv DE5 7DP. 

HS SCA 

North amplon llonae Computer Centre, 
f>Sa WellingborouEh Rd, Korthamplon. 

HS SCA 

The Software Centre, I Lock L!p Yard. 
Derby. HS SCA 

Allen James Computer*, R31 Stratford 
Road, Spark hill. Birmingham Hi I 
4D A . m 021 778 5737. HS SCA 

Comtazia, 204 High Si. Dudley, West 
Midlands DY1 1QQ KS SCA 

Bull Ring Computers Ltd. I Waterloo 
Terrace, Bridgnorth, Shropshire WVIfr 
4EG. HS SCA 

R Sl B Computer Software, 6 Waterloo 
Road r Hinckley, Leics, HS SCA 

Computer Market, 27 Goosegate* Not- 
tingham 586454 HS SCA 

Honcvtett Computers Ltd, 17 Union St, 
Hereford HR1 21 H t HS SCA 

Inloto, I Heathcoat Street, Hockley, 
Nottingham NG I 3 AF. HS SCA 

Long Eaton Software Centre. 41 Col- 
lege Street, Lone Eaton, Nottingham 
NG10 4GF. HS SCA 

Mierowarc, 5 St Peter's Lane, Leicester. 
Also at Venture House, 7 Leicester Rd. 
L^ i u ebboi ou^h , and F or ds . 191/1 95 Vic 
toria Centre, Lower Parliament Si, Not- 
tingham. HS SCA 

Virgin Games Centre, ^ Corporation 
Street. Birminal^ani B4 uSX. 9 02]-23ti 
1577 



Niirth V-itht 



U . E. Software Exchange Club SAE to 
1 5 l unwell Greave , Sheffield S5 1 >GB 

S SC 

Treaiure Chest, 22(1 He verier Kn-ul. 
HulL N. Humbcnide HUS LAH 

S SCA 

Tomorrow's Wo ftd. [5 Parai^Lm Sireet. 
Hull, N. Humben,ideH[ M . 

HS SCA 

Thirsk Home Computer Centre. Royal 
Oak Yard, Market Place, Thirsk, N. 
Yorkshire YQ7 1HQ. »^45 25332. 

HS SCA 

Svsiem 7 Electronics, Wvt Anlahy Hidi 
Rd, Hull, N. Humberside HU3 6UZ iff 
4I4H2 SC)rt^H7 H SC 

A & A C Sn^bbs (Computer Dcpt k 3ft" 1 
4t) Upper Precinct , B!avdon-on-Tyne r 
Tyne & Wear NE21 5BT. "»M1 4141 107 
HS SCA 

Slocklon Soil ware 1.1 d. I ■! Wcsi Kow. 
Stockton-on-Tees, Cleveland TS18 
IBT.«(»642606I66 HS SCA 

Starsoft, 2c Walnut Road, Thome, Don- 
caster, S. Yorks DNS 4HW. "S 
ft16Q7d, S SCA 

P.E A.K. Llcctromcs.222 York Road. 
Hartlepool. CEevetand. HS SCA 

MicTotron, 9 Gillvgate, Fontefract, W. 
Yorkshire HS SCA 

Microbyte Software Shop, 36 County 
Amide, I .eeds I .Si oHJ-L and l a a Lower 
Warrcngate, Wake held, W Yorks, 

S SCA 

Maj CI iff Computers, 43 Stockton Road. 
Sunderland SRl WR. » Sunderland 

HS 



READER 
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Hani ware 
Software 
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OOHMTMldOfe 

SuiClair 



The Computer Shop, 7 High Friars, 
(ddon SuuaEe, Newcastle upon Tyne 
NEI 7XG WWS 2616260 HS SCA 

The Computer Shop, 224 High Street, 
Northallerton, N. Yorks DL7RLU. 

HS SCA 

C.H.LP.S. Computer Shop. LS1-15.1 
Linthorpc Road. Middlesbrough, 
Cleveland TS 1 4 AG HS StA 

Virgin Games Centre, 94 % The Brig 
gate r Leeds LSI 6BR, * 0532 4^2606 

Topsoft, Computer Software, 3 
Hambleti>nian Yard, Stockton-on-Tees. 
Cleveland. HS SCA 



David Llewellyn, 24 Winchester Close, 
Great Lumley, Chesler-le-Strcct. Co. 
Durham. $ S 

Ken Green (News & Computer 
Software , 2ft KowJei St. South Shields. 
Tyne & Wear. HS SCA 

Datamate Ltd, 2 DeEaval Tetr, HMh 
Norihumherland NE24 tDL, »365^ 
HS SCA 



C-uht A n i* lilt 



Sudbury Micro Systems, 64 North 
Street, Sudbury, Suffolk, HS SA 

Logic Sales Ltd h 6 Midgate, Peter- 
borough PE1 im »fm3 4%9fi. 

HS SCA 

Micro Phone, 14 Plowfiehi Place, Swaf- 
fham. Korfolk, and AJdiss Furniihin^ 
Centre, Norwich Rd, Fakenhum. Nor- 
folk HS SCA 

Vikme CtFmputeni, Ardncv Rise, Nor- 
wich. Norfolk, HS SCA 



Camelot Software s Cae Ymryson. Caer- 
narvon, Gwyncdd LL55 2 LR. S S 

Cwmbran Computer Centre, 3/4 Vcn- 
tnor Road, Old Cwmbran, Gwent. 

HS SCA 

R. M, Ehrcnzelicr, Sounds Good, 1 
Middlelon Street, Llandrindod Wells, 
Powys. S SCA 

J.C.G. Software. 23 The Courtyard. 
Riverside Market, Haverfordwert, 
Dyfed. * 0437 2543. HS SCA 

Merthyr Computer Centre, 110 High 
Street, Merthyr TydfiL, Mid Glamorgan. 
#QM5J323& HS SCA 



James Clark „ 6 Bridge Streei, Dun- 
fcrrnline r Fife S SCA 

The Computer Depot, 205 Buchanan 
Street. Glasgow Gl 2JZ » 041-332 
3944 HS SCA 

Inverness Computer Centre, 5 Meal- 
market Close, Inverness IV I IN I » 
226205. HS SCA 

Tnc MiCiO Shop. 2^7 Dumharion Road, 

Partick, Glasgow Gl 1 6AB. a 

6163 HS SC 

Mobile Micros {Marketing) Ltd. I East 
Back Street, RiKhoprniH. Elgin, Moray. 

HS SCA 

Soft Centre, 2 Bruntsrield Place, Edin- 
burgh EH 10 4HN $ SCA 

Software Connection. Argylc Centre 
Market, Arpyle Centre. Glasgow G2 
BAU S SCA 

Vies. Independent Computer Supplies,, 
31/33 South Street. Perth PH2 8PD- 
«S73B367fM. HS SCA 

Virgin Games Centre, 1 72 Union Street r 
Aberdeen A HI KJf «fr224M?iS51 

Virgin Games Centre, 28-32 Union 
Street. ULttpuw C.I 3QX » <WI-2tM 



Charly's Computer Corner, Gareab- 
bev r Clarecastle, Co. Clare, tt 
20SW. s 
Damn Reid r Leisure World, Romanos 
Building, h Queen Street, Belfast, N 
Ireland HS SCA 



Abroad 



ComputcT Studio. Kosaruic'ev Venat 
!a, [KKJOBeof rad, Yugoslavia S SCA 
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THE GREATEST SHOW ON 
...ON... ON SPECTRUMS! 



This year's Personal Computer World Show, 
held during the first week of September, is 
going to be bursting at the seams with new 
games for the Spectrum. Several new games 
labels are being launched at the show as well 
as just games, and the halls are likely to be 
more packed than ever. This month, we have 
expanded the Preview section to bring you as 
much news as we can about the goodies that 
will be on offer during the PCW Show — the 
Event of the Year in the games world . . . 



It's simply impossible to fit all the new$ 
about the new Spectrum products thai 
should be making an appearance at the 
PCW Show into Ihe amount of space we 
have available. With tuck, you should be 
neadifig itiis in lime to try to make plans to 
pay a personal visit to Qfympia to see every- 
thing tor yourself — If 's goir>g lo be a*i excit- 
ing few days- Interesting (flings are going to 
be happening. 

domaak, for instance, plan to launch Tri- 
vial Pursuit on their stand at the show, and 



they have 500 copies, and only 500 copies, 
of the game lor sale on the Friday. 
They're going to give the first one away free, 
sell the neat one for 2p, the one after tha! for 
4p and so on, until the 5001h customer pays 
E10 (and still saves the greater part of a 
Avar) 

beyond are planning to announce Star 
Tr$k, the official Kirfc and Sport 5a™. and 
they've built their whole stand to resambte 
ihe Bndge otthe Siarship Enterprise! 

Between them, ocean and iMAOMErwe 



GREMLIN GO TO TOWN 



I yon liked The Way of the figer, why not 
have a peefe at the sequel Q«*ii« 
graphics' Avenger, due for release in Sep- 
tember, The basic plot is mis. The god 
Kwon has had his scroJIs nicked by the evil 
Yaeman. Ttits wouldn't be so bad but the 
fact is, if he doesn h t get mem back he will 
die. No wonder he's not very happy? 

So, rfs your job to get them back by 
locating the castle where they're hidden 
and kiriing your three main opponents one 
of whom is the thief, Yaeman. Before the 
tug fights, ihere are lesser nasties lo 
destroy, puzzles to solve and various items 
lo find. Arid, of course, there's the dreaded 
cavern monster that must be ItiHed. The 
monster's blood, whch 1$ poisonous, is 
very important because il can be used to 



kill the castle guards and Yaeman htmseif. 
The trouble is, ft can also poison the bearer 
so you have lo steal the cure from the local 
monastery. 

Rather than viewing the scrolling action 
from the side, you look down on the high 
resolution graphics. A humorous Feature is 
the help you get from old Kwon in the form 
of a giant hand. Don't call on hem loo much, 
however, as he's likely to bonk you on the 
head 

More sporting action is due from gremlin 
m the form of Footbaiier of ihe Year, a simu- 
lation in which you take on the rote of a 
professional footballer. The aim of the 
game, a$ the trtle suggests, is to win the 
Footballer of (he Year award. Starting off as 
a raw seventeen year oid r with E500 1$ cash 




lots to announce, including the official 
game taken from the TV show, it's A Knock- 
out. Haff a dozen events, specially 
designed by the producer of the TV series 
are included in the game, including one 
Hying flan event where you have to bounce 
up and down on trampolines whtfe flinging 
custard pies! They'll have videos to whet 
your appetite for forthcoming releases, too, 
including fop Gun, Short Circuit. Mtaiw 
Wee, and Gafrar?. The Great Escape, prog- 
raintned by theoer™ re&Klwsteam could 
well be on display along with a preview of 
tl « game from the film Highlander, Coin-op 
machines will almost certainly be on the 
stand, set to Free play an'all, including; Mag 
Max, Terra Creste, Greer? Beret, Gafwn, 
anAYseArKungFv. 

Who knows? Stnxt Hawk ar<i Night 
After might even mate an appaajanoe . . . 

MABTEmmotrfic aim to make a splash with 
Flash Gordon — although 3 Spectrum ver- 
sion won't be at the show. The game 
sounds a tot of fan. You have to make your 
way through four levels — a cave scene h 
jungle scene, hover-b^e riding sequence 
an □ jjaface finale — on the quest to defeal 
Ming the Mereifess. There's aiso a rumour 
that master tee are going to make an 
announcement about a completely diffe- 



rent sort of product tha? doesn't have too 
much to do wilh computer games 

Mooniigbt Madness and ice Temple 
could well be ready in time for Buoat£ Bus to 
reveal them lo you in all their glory, arid 
global plan to have their next Golden Tur- 
key Tie-m, Attack of the Mushroom Pwpte 
ready for the show, actwbkh were Stil 
being a little secretive as this issue went to 
press, but mental**! Hacksr If — The 
Domesday Papers, along with Howard The 
Duck, The Eidolon and i_atorynfa as well as 
several 128K launches pendrng, mcluding 
aversion of Ghostbusiers. 
us gold, as you might imagine, also has an 
exciting schedule of releases planned for 
the Autumn , including a game based on the 
TV series Masters oi the Universe, and sev- 
eral arcade conversions amongs! which 
Gauntlet ndes high. Dare they have a 
Gaunmt machine sat on free pfay by iherr 
stand? We had hoped to bnng you a full 
run-down on usgoid's Spectrum launches, 
t>ui the dreaded deadNnos m combination 
with staff hols combined to frustrate our 
ambition. Ask a CoTiirodcre owning friend 
for a peek el Issue 17 of ZZAP! rf you wanl 
some more details before the show . . . 

And with that apology, on with the pre- 
views; 



and playing for a fourth division team, you 
must devetop 3 successful career, If this 
can be done P you'll get to play in ail the 
major competitions and might end up with 
the coveted award. 

In TraObfazar, determinatioa speed and 
agility are the key qualities required. Con- 
trolling a bafl travelling along a chequered 
roadway that scrolte 'out' of the screen, the 
aim is to avoid cracks whilst making sure 
that your sphere doesn't fall off the path. 
Several kinds ot surface seriously hinder 
progress either by speeding you up orslow- 
ing you (town — these must be identified 
and avoided at alf costs. Otherwise, your 



head might bounce 1 

More romantic perhaps is Future Knight 
in which Randolph has to locate and rescue 
his beloved Amelia who has been inpris- 
oned by Spegbott the Terrible. Randolph 
recess an int^-dimensFonaf distress sig- 
nal from the SS Rust Bucket and rushes for 
the TelepGrt right away. Once on board the 
wrecked space cruiser, he has to destroy 
the security droids and make his way to the 
planet surface. Then it's time to find the 
castle where Ns damsel is imprisoned. Bui 
before he can rescue her he must get pasl 
the formidable keeper who guards the cas- 
tle. 



ELECTRIFYING STUFF! 



A couple of movie tie-ins are in the ptpefcine 
from electric dreams, Including Alien 00. 
based on the new film starring that endear- 
ing Mambo, Riptey. After her spot of bother 
with the alien creature in space, Ms Riptey 
returns to Earth and expia^s what has hap - 
pened. Nobody, of course, heeds her warn- 
ings of the alien threat 

Returning 10 the planet where the first 
alien was discovered, she finds ihat a 
rrwther alien is laying enormous quantities 
of eggs. The aim of the game is to locate the 
mother alien and desfroy her. zapping 
aliens encountered en route. Corporal 
Hicte and Vasque* accompany the 
heroine, and the player can control each 



member of the party. Sounds liHe good 
stomach-churning stuff! 

615 Trouble in utile China is based on 
one of Steven Spielberg's underground 
kung-fu morifls. Kirk Russell, a truck- 
driver, goes with his friend to coflect a 
green-eyed Chinese girt from the aira sri 
Before they get there, however, she is kid- 
napped by lihPan, not only a cnminal bur 3 
sorcerer to bod. He needs her lor some 
vague necromantic rite which will rejuve- 
nate him. Understandably, the object of the 
game is Jo locale the kidnapped girl and set 
her free before Lo- Pan has his wicked mag- 
ical way. r . 
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TAKING A NEW DIRECTION 



In the beglrotiftg, amouwt ooncen- 
traled on the GomrnodorG . Than they 
sew it* error erf thrir ways, and began to 
pay some attention to the Spectrum. 
Now they are abotrt to launch some wry 
Interesting games indeed . r , 

In Deactivator yotfw been asked to 
keep a n eye on a secret re e earch com - 
p4e&, aided by a criterion of Security 
Oroide* Sate In the tawwWg* ftet th*y 
am taking cifldlhs guard dutem, you 
start to become a bit oomplacwL Sud- 
denly, Hvtie you're grabbing another 
qutdc break, the badges sneak in. Pw 
Security systems are alerted but the 
intruders art far too smart They tamper 
wtth the main computer and re* program 

(La Cj*_*i ii-rkd flrnLHa fun *- -*— IIimiii inotamH 

inasecufny ufom vo na^inern inaveao. 

The briruoan sneak through the budd- 
ing planting bomba and as fuses begin 
to state, you realise that there's only one 
thing left to do. Call In the Deactivating 
Druids. Theee wwk as a torn to dispose 
of bombs, bulm vuinmWe k and can be 
taken out by the renegade Security 

Bntft 

The Deecthrating DroWs have to be 
guided around the complex passing the 
bombs from one to another. Each level 
of the building contains otrcuHs which 
nut be replaced In the main computer 
before the bomba can be collected. 
Once the circuits have been slotted in, 
the tr ans port er* can be (bed and new 
exits miraculously appear. 



To make things a bit more tricky each 
different coloured room has a different 
gravity and a different general perapec- 

+ immr*. I I |J< ■ I I , ------ j r. jm t |H'r|| -Fk Jm.IJ.1 1 h ■ J h 1 li I il » I I 

trve- — wn«cni poses Q,y«*£ 3 rgw prooiesHs 
when ft comes to chucking the bombs 
out of windows! 

They State A MitHon i* your chance to 
become the ultimate robber. Whether 
you fancy yourwrt as a Rafflee or a Ron- 
nie Biggs, it' s ail possible wtth this game. 
You choose the target, fix yourself a 
team and study the blueprints to plan the 
Job. One* this has been done, you simply 
press a button and watch H all happen in 
front of your wry eyes, 

There are five different targets f or you 
to choose between, from e coin dealer's 
premises to a full scale bullion raid, and 
eighteen ruthless 'hoods 1 are at your 
disposal. The gams is lully kajn-driwen 
and there's an arcade styie sequence ol 
the actual job 1 , As you succeed at the 
robbery business, your capital increases 
snd you can afford to attempt bigger and 
better heists. Until you get caught 

Gamefof Warriors Is also due to make 
its debut at the Shew — a mysterious 
Quest undertaken In a mysterious land. 
Mysteries untold as you continue on a 
one-way journey, encountering hidden 
dangers — kiler fish p shocking electric 
eels and the King of Garnekot are just 
some of the characters you meet MP 
with. Some are friends, others foes . . . 




ln tfre prvfln room ihm computmr watt* for m circuit Moo tfmt 
tough tookJno ik*d*nx * m ymiwtth ihm of* mv4i mpmf Hm'mmrm- 
prout mmmmd Bmcvrity Drold wnd ho** notgoingt&i 
(Vtond OJiyntorm, mo thoro 




MMMgmmmongmiihmmurrmMli 
"Whwt^M fibfl itmmt novo ft 0111 hopmlF 



In CAMELOT 



OMYER 
BIKES! 



GO! 



if you're a b+ke freak then dart miss the 
dhsttal imteoaahqh stand. Not only will they 
have an actual Suzuki bike on display , but 
some of Suzuki's top riders wl be there. 
This is al to puttee their long awaited 
game TT Racer — copies should be availa- 
ble tf the show tor E9.95. 

Takiig charge of a Grind PrU bike— ihe 
control panel neatly displayed in the bottom 
quarter ol the screen — you see a 3D view 
of ihe track you've selected from the 12 
available. There are four levels and up to 
fifteen other bikes (controlled by the com- 
puter) to race against. Therms a choice of 
four engine sizes — BO, 1 2S r 250 arid SQOcc 
— and it's possible to specify ihe number 
of laps you warn The ty pe of event and the 
number of externa! hikes can also be 



ridmr m*Jmm m* tmfmmt 




specified by ihe player. The instrumenta- 
tion panel details the usual gauges arid 
meters — fuel, temperature and speed — 
with two boxes either side acting as rear- 
view mirrors. 

TT Racer can be played by eight people 
who compete as indiviouals against each 
other — at the Show, yen. m\\ be able to 
race against members of the Suzuki team, 



Suzuki have provided technics} assistance 
in the develapnwrt of TTfltocerio make the 
game as reaiistc as possible, and it has 
taken the author. Rod Swift, two year* to 
get i| to (he high jtandvd he was aiming lor. 
So, gel your gear together, rev up and off 
you go. Remember to look out form's tree 
competition In which you can winaday out 
with Suzuki! 



Zooming mtortg ihm trmok^ you notlcm another ridmr coming up 
oohiftd you 00 right 
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A GAME 
FOR EVERY 
TASTE. . . 

A$ with many other standi, muvikh's will 
have a good deal of variety, and their range 
of wares includes ashootern up, a combat 
game, a simulation and an adventure. 

IVAflisafastspa^a^sbootemjp.An 
alien cMlisation IrtheMts an enormous 
space station which rotates, thereby creat- 
ing an artfficMI gravity. Thts 1 workf is com- 
posed ol a number of cylinders, each of 
which has an important purpose and is 
staunchly defended. The idea is to penet- 
rate each cylinder and destroy ft before 
moving on lathe next in line. 

II shoot L em ups are not your scene, why 
not try a spoof variety based on a super- 
hero who's seen better times? In Gosmic 
Shack Msorbar* something's gone drasfr- 
cailv wrono with the coamos and the 
ca) laws of the urweree no longer apply, in 
th s game anything can happen, and our 
bungling super-hero encounters some 
strange doobriee on his travels. Ever seen a 
carrot with a machine gun? WbW you soon 
willl Enclosed in his capsule, it s super- 
hero's job to sort it all out. The game 
i n eludes some dazzling 30 routines which 
Jiave teen programmed by Chris Faytes 
rjiZwtfefame. 

The hero of Catch23 l a3D&fc&titirB r is 
aitogathar mom competmt. Undo? joystick 
he moves in a thm-dirnenstoml 
envkwment mfft sabotage in mind A 
super-power has built a magaiMmrfui 
flying mehfoe and th$ hero is dropped by 
pa&cfrata$l night into the heart ot 'a secret 
mtobtishmntto^outmorB... 

On the combat/sports simulation trwt, 
Uchi Mafj, offers the thrills of the Dojo - 




t 



*v PltJtl!' snr*ii* i 





•I i* Iftn dropping on our h#ro J > Crwnlum 

FANTASY. 
SPACE and 
REALITY 



Steve era* is wortckig on his firel gano for 
sow (we took an early look last month), 

jes, it's a Judo game. This is an accurate 
smuralwi of (to sport wfoich concentrates 
on throws rather than grips or oiher Jucto 
movements, imrccif are hoping to win the 
approval of ihe Jiato Association, and the 
airtrws have planned the game so you get 
better with practice, The game has Joystick 
control and requires speed and akM in equal 
dollops. Tate a look at the Jive Judo 
deronslrsttori that wilf be rwning rwl to 
the hmtegh stand, and if you fancy taking 
on Brian J*cfcs . . . or you could have a 
sporting scrap on screen. 

Rnaift S.0J, — a strategy sirmulatton — 
takes th§ player into a a future scenario 
which Is firmly rooted in reafity. The theme 
w (tie game dortvas from the Reagan Star 
Wars programme and the cornet of laser 
warfare In space, The game is based on a 
possible pdrtical scenario twerrty ywainto 
the hitune and has a number of sectionsfuli 
of 3D arcade action. 

th+JudoomL 




u« Hrfrwr *tf tho Jim of 

Mwf throw j i ant j/ tfr^ 
GMmle Window. C^nyoitpvi 
M/ngv right mndmtwofh £ft* 
Commit Shock f 




and from what we've heard and seen if 
looks likely to be wmy bit asoood as Star- 
quake and Hfimfr Lair, This cne-man 
band is going to be chasing ultimate all the 
way . . . Steve has got the trading serpens 
working in Ftrntofdnow — when you go into 
a budding you car-: barter with th^e occu^rt 
— and the game is growing dairy, according 
to reports received. 

Some people said ft couldn't be done. 
But Jhey don't get put off thai easily In 
Ojcferdshire . . , Doming Robinson is slav- 
ing away over the keyboard of a hot Sj»r> 
trum , creating a version of lire Commodore 
hit, Ufkttum and he has retained ihe out- 
standing graphics and piaymg speeds of 
the original. At the contorts of a Manta Class 
Space fighter, it's your task to protect the 
solar system from Enemy attack. Fifteen 
Stjper-Dreadnoughts are draining planets 
of vital minerals and they can only be slop- 
ped by attacking their defensive screens, 
annhiiating their surface defences and 
landing or their masier runway. 

Meanwhile, up in the Fens, Stave 
Marsden and Dsvfd Cooke are putting the 
finishing touches to Ofly Stick*. They're 
werl on target lo complete the game in time 
(or .the PCwShow, and seeing as it is set in 
centred London, N should aN fe in quite well! 

An evil terrorist, Abru Cadabra has 
planted a very big bomb in Town and ynu 
flfi to only person who cen foil he ptot to 
hold the Government to ransom. Scattered 
around trie city are the components of a 
" bomb disposal device, wtrich have to be 
oodleded and taken to your secret hidea- 
way for assembly. 

Abru appears every so often to hassle 
you — his touch is deadly — and cornmui- 
ers, policemen and punks are amongst the 
citizenry you encounter as you travel the 
street* of London, 

Rather than employ the traditional flip- 
screen diaptey beloved of arcade adven- 
ture writers, Steve and David have adopted 
a hart-screen flip technique, which means 
you don't (urn Wind comers aSI (tie lime. 
Trie locations are taken from real Irte. and 
just as in reality, you can hop aboard tube 
trains and buses lo get from A to B. Unlike 
real Irfe, your hero can not onry slash 
objetfs m his pockeis, he can collect car- 
tain peopteF (The only way to get a vilal 
Dbjeci that one or the other characters has 
nabbedl la to pocket the character, take 
him lo a high place and drop him over the 




onttmqum*t*or 



A GLANCE INTO THE MIRROR. . 



The MttfioRsoFT team he?ve some *amajfc 
plans for their PCW Show stand, irtfurJng 
a laser show on behalf erf Dynamft&Ban li 
anrj i with any luck, the presentation of the 
CRASH jukebox prize from last month's 
cwnp.Zyftojm should also be on show. . . 
it's a game wtoch should pfease those 
amongst yon who are fond of a drop or two. 
For zythunn you see, is a drink, but not an 
ordinary dnnk. Far from it. Zythum is 
imbued with magical ingredients which can 
gwe you amazinq powers! The object of the 
game is lo find the cherished drink as 
quickly as possible. 

The zythum lies somewhere deep wilhin 
a remote castle. To get to it you have to 
crosa four very bleak and barren lands 
teeming wfth nasties with wolf-hea^ and 
demon-Jike wings. Each iand has a custo- 
dian who must be avoided if you are to 



cross safely, f ortunatety, the staff you are 
carrying is also magicef which means these 
nastsea can be zapped with energy bolts 
whenever they attack. 

Trie journey across these stretches of 
land js fraught with problems. Not only are 
Ihe nasffes coming at you from left and 
nght, but there are also lots of pits, boulders 
and marshes to leap over. Should you step 
into a mwshy area Ihen leaping power is 
weakened for a while, whilst an encountef 
with a spring pool makes you sprang all 
over the place! The doser you are to Ihe 
castle, the more treacherous the land 
becomes with the increased danger of 
stepping on a tandmine. Shouldyou be shot 
by one of the nasties, tall into a pit, or step 
on a landmine, then you lose one of your 
three Irves, 
Phewf All tints for the sake of a drinki 




^^^H^a 
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COMING UP FROM DOWN UNDER . 



Mo, not Asterix but Ftst H, the 1oliow*up lo 
WQTEF should be on show at Otympia dur- 
ing September rf ai goes well along with a 
^ew oilier goodies from meuhoushhe house. 

Any artful dodger out Ihere should make 
sure they get a peek at Dodgy Geezers, the 
game or lis way from (he learn who pro- 
vided r^ripsfasdand TefWffWiir\o$. 

Well you have been a naughty fallow 
haven't you. Farcy waking up in jail — stiH it 
is the day of your release so you can mm 
over a new teaf . . . or can you? As a profes- 
sional criminal, you're already thinking 
about the nesct crime, (tie ultimate caper. 
But first, a gang has to be picked frorn a 
host gf dodgy geezers — Bullet Proof 
George, Little Ken, Mr Video, Tweedte and 
Blimey O'Retlly. 

By consulting the -criminal records of 
each villain, individual skills and 
specialisms can be noied. Trie more Infor- 
mation that's gathered, the more street 
cjed you acquire, thereby winning the 



f aspect oi your fellow criminals. Movement 
through ttie dark streets is made according 
to compass directions and up or down. 
Along the way, objects such as matches, a 
poster, pickaxe, and book are encountered 
and can be acqu^ed or dropped. At any 
stage an inventory c^r be edited up to 
remind you what you m carrying and 
where you are. 

Once the first part of the game has been 
completed, a password is issued which 
allows the serious stuff to begin: planning 
the crime is all up to you — but make sure 
it's foolproof, otherwise it's bacfc in clink 

Mutiny in Space b the working title of 
another game under preparation in the Mel- 
bourne mm camp. Set in a large space 
ship of the twenrty-fittt century, the crew 
are cyrogenicaWy sealed in their quarters. 
Each week, two members of the crew 
awake SO take their lum in controlling the 
ship and then return to their cyrogenic 



slumbers. When it comes to your turn , how- 
ever, it's clear that something has gone 
wrong — the computers have taken con- 
trol, It's your job to quell tie 'mutiny' by 
deactivating the rebellious robots trial bar 
your way to each section's computer. 
There are up to twelve robots el any one 
time firing lethal projectiles in all directions. 
Movement from section 10 section is 
achieved via a leleporter , which car- only be 
used if the section computer has been 
neutralised. Lots of last arcade action is 
promised by the programmer — Steven 
Cargill , the man behind Fighting Warrior. 

Finally, there should be something with a 
Spanish flavour on the stand — not paella 
but Gonquestador, a magical adventure 
game. Lost in I dark castte. you tiave to find 
thrfcg lights and then discover a roiitR lhat 
leads lo the great outdoors. Programmed 
In Spain by ERBE software, the game is to 
be soH in the UK by Melbourne mouse start- 
ing in early September .> 



OF PREOUELS AND SEQUELS 

Building ffia flnphfe* In 3DQAM£ MAKER tmmdm to. ■ , 




If you feel ttuat your education has been 
somewhat lacking, why not track down 
cflL's Academy. Written by Peter Cooke of 
Tao Ceti fame. Academy is a multi-level 
game in which you play the part gf a 
Skimmer pilot cadet, In the first level 
there's a choice of five missions vMoh 
vary from the straightforward shoot am 
up to those requiring flevfegertional or 
other skills . Each mission requires a dif- 
ferent set Off afewM'tiesp and not until you 
have successfully completed all five can 
you be passed and move on to the nesrt 
level. Pete promises some good 3D 
effects, with realistic shading which 
changes according to the sun's position 
in the sky 

One interesting feature of Academyh 
the ability you have to furnish the Skim- 
mer with the specialised equipment you 
need for a particular mission. In addition. 
If s possible to desfcgn the Intrinsic panel 
deciding, for instance, where the scan- 
ner and windows should be. Data may 
be Stored which means that you can take 
the sam# Skimmer oul again or modify It 
in the light of experience. Academy looks 
like being a worthy prequel to TauCetL 

Cyborg, written by Ian Foster with 
graphics by Jon Law, la an arcade adven- 
ture which develops the Tau Ceti theme, 
and is seen as ttie frit part of a trilogy. 
After a horrific accident whkh he only 
just survives, Cyborg to rebuilt to 
become a top security agent HeW-man 
half-robot (no part Biscuit), Ns mission 
is to find a group of scientists who have 



been sent to investigate an asteroid on 
collision course with Earth. Exploring 
the asteroid's subterranean complex 
Cyborg has to fight off a host of nasties 
— fortunately, ho is nqt defence! ess; as 
a mandroid. his arms are replete with an 
array of sophisticated technology 
including a particle b*arn disrupter. 

For those who are into programming 
your own games, or maybe for those 
who would like to, crl are working on 3D 
Gam Msker. This allows you to create 
characters, blocks and segments which 
can then be moved around and Integ- 
rated to make a complete game, Who's 
the April Fool now. eh YS? 

A game of a different kind altogether is 
Dr mat, also featuring Doctors Why, 
When and Where. This is a bizarre jour^ 
nay beck in time to the beginning of the 
universe. The quack quartet call in at the 
Big Bang Burger Bar to quaff a drink 
that's guaranteed So blow their minds: 
4D Neuron Blaster? This is the juice 
extract from the perspiration of the Slug- 
Si ime - Sucking-Sabre Sloth found only in 
the Hydrogen Marshes of Alpha-Geta- 
Mlnor. The basic idea is that the Doctors 
art suddenly scattered in lime and have 
to get back home in a universe that is 
without nilee, whilst attempting to pick 
up their belongings as they go. 

A little less zany is Room W which is a 
kind of 30 ping-pong called Grydlng.The 
room Itself I? situated in the Galoorp lei- 
sure centre end is similar to a squash 
court Each foal is worth five points, the 



MORE 

ARCADE 

ACTION 



The WdraJge- based game factory that is 
elth has no intention of ceassng production 
— arcade conversions have become their 
speciality and two more should be on show 
byFCWlima 

The poputar Atari coin-op game fiapef- 
boy has now lound its way onto the Spec- 
trum, and it's a fairly laithfut copy oi the 
arcade version which retains most of the 
central elements Of tie original game. 
Pedalling your trusty Wke, the aim is to 
deliver papers to the whrte houses by 
chucking them dewn the driveways into the 
letter box, while smashing windows in the 
black houses for bonus points. 

Failure to dekver lo one of the white 
houses on your round, means the occup- 
ants cancel their otder, and the house 
becomes a black target next time you 
attempt to traverse the scrolbng landscape, 
Hazards abound on the streets — cars, 
roadworks and drunks all appear and have 
to be avoided, while extra supplies of new- 
papers can be collected by riding over 
them. 

Once the village has been travelled 
through, there's a BMX obstacle course lo 
negotiate in a cytecross sequence, where 
extra points can be won by zonking targets 
with papers as you burn up and down the 
gradients. 

At the and of each run. a performance 
report is flashed on screen, and providing 
you have some uvea and customers left, 
Eha game progresses to the next level 
where the hazards become that bit more 
awkward to avoid, 

The main action takes place n a down- 
ward scrolling play area, and the bike can 
be accelerated and slowed down as wail as 
steered round obstacles. The large panel 
on the nght shows how many newspapers 
remain in the delivery satchel. 

arniare also putting the finishing 
touches to another Capcom conversion, 
this hme 1942, an early 32 level air combat 
game. Each mission starts and ends on the 
deck of an aircraft carrier, and as the 
dogfights progress, power pills are 
awarded which confer differing benefits, 
from extra fuel to extra firepower. 

And finally, the name that has been wait- 
ing nearly a year for an am game has 
finally met its match. SCooby Doo was 
u nderway this lime last year as an in-house 
protect, but It had to be abandoned in the 
Castle Mystery incarnation because the 
gameplay didn't live up to the ambitious 
concept. Now gargoyle games, working 




C&flattlng m f*w hstuty twru* pelntm bjf wwigtfny r 
through tft# wtndw* of en* ef the ttouM** an yovr round — 
miwrmbt* » mad mo ¥ m should hmvm ordvrwdf "' 



winner being the first to thirty-live. 
Because of the low gravity, the ball floats 
in Hie air when It fcs stationary — for 
example when it's the service player's 
turn to baft. There are language options 
also which means that the game can be 
played with French or German texts, it's 
enough to drive you batty akil Ht 



under contract to am have produced a 
frantic, strajg^tforward lour-level rescue 
game which stars the loveable cartoon 

hound. 

Four of your chums have been impris- 
oned in a ghost infested castle and it's up to 
you to defeat the ghosts, manic springs, 
ghouflish and mad monks winch populate 
each of the four levels respectively, lead 
the prisoners to safety and Scooby wins, 
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DRINKING, 
PLAYING GAMES 
AND BEING NAUGHTY 



Slurping parte of Ok! Flatulence Bitter in 
Ludlow hostelms is ow of ths main tenure 
dci iviim enjoyed by the CRASH team — 
playing pub games ai the same ' ime is even 
more run. The ujjoata people wen 1 ! be 
demonstrating the finer points of swilling 
OF Bitter in Olympia, btil Uiery should have 
Pub Gsmes on show. Seven games make 
up the the package, and we've had the 
chance to peek at three of them be) ore 

Time was called 

Darts-playing dynamos can take- their 
place at the jyjJOATAOche for a game Of 501. 
All you reed to do is to position the cross 
over the board and fire. Easy? Not that Sim- 
ple in Dart$ Cincinnati Kids can sat up a 
Pok& school, a game which requires a 



hard-headed attrtudie and nerves af siee . 
Wiry not stake your fortune on a bet? Or 
save a few shillings for a flutter on Pontum. 
The games we sawforoursef¥es weregreat 
1m ^ can^ wait to ^t a Spectrum kiad^ 
m a PCW Show bar and test the rest! 

With luck Vandai should also be on dis- 
play — in it tie player takes on the role of a 
naughty youth — no comparisons with a 
certain NaugTrty Nipper if you doflt mind: 
work started on Hands/ ages ago, The aim 
ol the same to collect points for being 
thoroughly Dad, and evil activities available 
include lobbing bricks through windows, 
spraying names on wafts and sitting on 
cats. UndersiaiKlably, a Fair bh ol police- 
man-avoiding is included in the gameplay 



A NEW LABEL WITH BITE 



A brand new label has just been spawned, 
and a quintet of games is under production 
tor release into the murky waters of the 
software market. 

ma£mum is the company behind the 
new venture, and nawu is the name. 
Someone has obviously been listening to 
the Gnome Of Newsfield wilh she ptot for 
the fortrKoming TV series, The Trap Door, 
Lurking beneath the trap door (mad CRASH 
Towers' loft door) lives a bunch of slimies. 
At the very bottom of the castle lives Berk, 
the tireless minion of one of the Some- 
bodies upstairs whose orders must be 
strictly obeyed. The idea is for Berk tocom- 
pleteai his tasks as quickly as possible. 

In Fr^pdbcr the game, the action 
revolves round the trapdoor which leads to 
even lower and more degrading levels of 
servility. Luckily, Berk Is not without help. 
Boni, the friendly skull, can provide dues 
about what Berk should do neti. Drut, 
keeps .Berk's pecker up by bouncing mer- 
rily along. 

The creatures that Hve under the trap 
door can also prove helpful to Berk as he 
goes about the rnynad tasks hesheenaet 
Letting qui the wrong beasfae leads to real 
trouble, however. Nothing can be com- 
pleted until the awkward denizen of the 
dark has been relumed to his proper place 
and the right little slimy released. 

The tasks involve slot of stomping about 
and pushing of objects from one place to 
another — the type oi stuff that Newslield 
Minions are familiar with. Catch the game, 
catch the TV series, catch the pvuumu. 

Fans of 200MD wil be pleased to learn 
that Rogue rnxjpr should also be on dis- 
play in Orympla. The Woofcie ot design 
desoh is currently working on this actkm- 
packed arcade adventure starring Rogue 
Trooper, Bagman, Gunnar and Helm, You 
are in command of Hu Earth's devastating 
weapon system and eternal war rages 
across the Ozart mountains and tie Scum 
Sea. Track down the traitor and your three 
Gl pels can be released from it^their mic- 
rochip prisons. 

Nosteratu is a different game altogether. 
Based on the horror film, it's mostly about 
pains In the neck, the result of the nightly 
mODlings of a nasty vampire, This time a 
Graham Stafford game (also a design 
oesiqm designer.) The bask idea is to save 
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your soul form the rather thirsty Dracuta, 
clone. To do mrs, he must bo destroyed by 
being locked in an east-facing room — 
when the sun rises, nasty vampire doesn't! 

piranha have also come up with some- 
thing for the tourist in you. In TheCotoorot 
Magic you enter Discworld which is set on 
top of a giant turtle. Programmed by delta 
4 and based on a book by Terry Prttchett. 
the game is something of a tourist's night- 
mare, Twoflower, the tourist is taken round 
by the wizard Rincewind r who's not the 
most able courier in the cosmos. Matters 
are made worse by TwoAower's baggage 
which appears to ha^aifeofttsomGn 
their travels, just to make ihings worse, they 
encounter nice old Mr Death who is not 
(surprise surprise} very intenest ed in their 
nam 

Fifth in this let Is a game from five ways 
software who have made quite a reputa- 
tion for themselves in the field of educa- 
tional programs, They're putting the finish* 
™ touches to Strike Forte Cobra, which fe 
a hr cry from the classroom! The world is 
being held to ransom by an evil genius who 
has taken leading computer scientists hos- 
tage, hacked into the defence cornputers 
of the world and taken control of the nuclear 
arsenate of several nations. As usual, world 
domination ks he villain's aim, and thwart- 
ing his ambitions Is what ihe game is all 
about. 

Ateam of f our crack assault troopers has 
been assembled and sent to the island HQ 
of the arch bedd ie — a maze of rooms and 
corridors. In which the hostages are held. A 
central control computer has to be knocked 
outarwianmo^c^sfeo^jiredtogain 
access to the inner sanctum where the 
computer is located. 

Up to lour people can Join in. playing 
Strike Fowe Cobra together by selecting a 
single character and taking turns to move 
their solder around the heavily guarded 
complex. The hooded heroes can jump, 
kick, dive forward, squat down, throw gre- 
nades and fire their machine guns. 

Each level of thscornpiea presents a puz- 
ate in itself and the assault force can only 
move down a level once ell the hostages on 
the current floor have been rescued, as 
each hostage holds a part of the vital sec- 
urity code. 



FROM PRINTED PAGE 
TO SPECTRUM SCREEN 



AmNTuACSOFT are continuing tfwlr 
liaison wift those fsnt&Sy #rivwture 
book spedallsta, Lan Livingstone and 
Steve Jackson. Temple of Terror and 
Sword of ffra Samurai are currently pub- 
lished in paperback by puffin but should 
soon be gracing Spectrum screen l 

Templed Terror promises to be a game 
in which time will be of the essence, 
Raised in Corkwood Forest by wicked 
etvta, Che young Mariborrius fo bent on 
conquering AJtensta, To do this, how- 
ever, he must find five Oregon artefacts. 
These are hidden deep within the Lost 
Cffy of Vatos which lies somewhere In 
the Desert of Skulls. ft*s your task to get 
to those artefacts before the nefarious 
Marfcordu*, and octroy tiraiL 

H you like your fantasy to have a 
Japanese frawxir, sorry flavour, then 
Sword of the Samurai should appeal. As 
the Shorjun's young samurai champion, 
you are called upon to recover the 



sword, his Dai-Katana, which has been 
stolen try Ikiru. the Master of Shadows. 
You must make your way to Onlkaru, the 
Pit of Demons, where Ikiru end hit 
ghostly warriors hartfl OUt . . , 

Breaking away from fighting fantasy, 
but still coriifHriisrWng the output of an 
established author, AHBrnjRrwwe 
currently programming Kayielh, a 
sightly more futuristic game based one 
work by Isaac Asimov. The scenario 
takes you to the planet Zyron and the 
gameplay requires you to frustrate 
Kaytofh's plans for planetary dombia- 
tfofl. Being a greedy fellah, he has an 
uncontrollable era wing for Chromazin — 
a precious mineral onry found on Zyron, 
As a loyal Zyroniern you must do battle 

with Kayfpth's minions end make your 

way to Mi Inner sanctum for a ffcnaf 
showdown thai could secure a peacetd 
ixi e tenct tor you and ai other Zyro- 



SAS DRAGON 
IN NUCLEAR 
MICROCHIP HORROR! 



Somerset software house duheu certainly 
isn't short of Autumn releases. A game 
centred on a nuclear disaster — Chair} 
Reaction— and a fierKftsh rogue rxogram 
inside a computer — flier DOS am stil at 
an early stage, hut may wei be on view 
come September sbrjwrjme. Saboteur tl, 
the follow up arcade adventure, should 
appear in October and once again Cfive 
Townsend is the man behind Ihe code. 

Second time around, a female plays the 
lead character as the sister of Nmja. It's 
your task to revenge Ms death . The risk tie 
stole in Sgbotour has laden Into the Hands 
of ihe murderous rebels, it contains vital 
information — tie data required to control 
the chelator's missile silos. 

First, thertf s Ihe simple matter ot hying in 
by hang-glider, then you have to fight and 
swim your way to where the missiles are 
kept, bomb the arsenal and escape on a 
motorbike, Thegame haaowtwn hundred 
locations and fs well-defended by brainy 
guard-dogs. Lucktfy P ttie guards are not so 
hot wWch means there's a chance ol sue* 
Oeeding. Tirmg stuff eh, gasp gasp 



Mystical monsters star in another arcade 
adventure due Irom oukll. A dragon is on 
Ihe loose again— zoos just aren't whatthey 
used to be — in Thanatos. a game being 
written by Mike Richardson. The Star of 
tha show is a multi-talented and very athte- 
t»c dragon caltedThar^osrjheDestn^^ 
who does everyttimg buttafk. 

Not only can he walk, fly and breathe lire 
but he's also something ol a Mark Spitz 
when it cornea to swimming. Thanatos 
makes his way through the underworld in 
search of Eros (^Ha-grver), At some point 
he has to cofcet the iovery Enchantress 
who rides on his neck and Is a very useful 
guide. Reaching a caste protected by 
knights with lances amj (Dot-$c4drars bear- 
ir^lcflgbows, ihe dragon's task and that of 
the maiden he fcs carrying b by no meansa 
simple one. + , , 

The screen features a new panoramic 
swirling action: which reveals fantastic land- 
scapes, castles, ships and mythical 
monsters. Mike's certainly not dragon he$ 
feet when ft comes to writing garnet 



4 mmmbmr of mm STRIKE FORCE COBRA turn kick* down a 
door mm m rnobtfm mmcurHy drotd ho *mrm In thm background. Maim 
how thim pMrttcuimf 3D §mmm Im Aft colour . m . 





PALATIAL PLANS 



Tha year is 2096, A nuclear war has 
devastated chrilsstton ~ a nuctear 
winter approaches. Centuries pass and 
a new race emerge*, their barbaric 
c ountenanc* belying their gentte nature, 
But Peace h shattered when en alien 
force descends from the sky end 
enslaves the barbarian people of Earth, 
All Able-bodied man ere marched off to 
mine precious minerals. Meanwhile, the 
aliens have set up their headquarter* 
deep within a volcano. Only one person 
can save the world— TaL 

TMi I* the background to Minart 
which palace should have compMed In 
tkne for In PCW 5how s Tal must find a 
legendary combat suit or the l s*ered 
armour' as the Elders refer to It These 
suits were developed before the 
holocaust If he can locate the suit, Tal 
ca n ent sr the volcano and destroy the 



alien* 1 i^toactrve generator. 

There 1$ nothing oninary about this 
partictitw combat suit, Hie nit of 
Ariiwod H can protect the wearer aga inst 
radiation and confers the power of flight. 
First, howew, Tai has to make his way 
through a dart forest, drifted h He 
more than a lolnckrth, encountering vio- 
lent mutants along the way. Compo- 
nent* which eneMe activate the suit's 
multiple facilities to be activated have to 
be gathered on the perilous journey* 

The $&cmi Armour of AntiriBdfo accom- 
panied fay a short comicbook that sets 
the scene - and should be a scenes- 
tea&er itself when the game is unveiled. 
mm are keeping quiet about another 
game — described as a romp on a Tropi- 
cal Island. Maybe we'l get to see it at 
Or/mp4a P uiKterthepotled palm trees? 




THE CROP FROM 
THE ARGUS STABLE 



Once again, amus pwess software wont 
actually be out there in th* midst of the 
Show hurty-buny preferring to treat 
Journalists and other privileged befnga 
to peaceful previews of their new pro- 
ducts in a nearby hospitality suite, 

AflCMjs does the markethg work lor 
A 1 **, and their new game is a spoof on 
the software distribution kidufay, In 
Wste/ars, a three part arcade game F 
you're put in charge of a warehouse 
shipping 1 product 1 , and have to contend 
with 9 variety of unffaaaanf occurrences 
includ-ing murderous machinery* 

Srar Wm, one of two games due under 
the ouckulva label, feature the space 
defence sy^cuti^ being debated 
in the media, It has been built and Man 
over by evil forces. The tame la played 
with the Earth mteftng in the 
background and hi a Afefe Command 
variant in which the player has to defend 
cities on the Home Planet 

fittfer Rkfet is the other oukwva 
game about to be launched. Your mis- 
sion is to penetrate tha defences of the 
Abraxas Corporation whose headquar- 
ters are on Eoa. They're specialists In 
producing hMach military equipment » 
this wa#ft naaty enough, they're deo 
supplying highly destrurfra waaports to 
terrorist organisati ons. Your job ta to fly 
onto the keiand by hanp^hfar, tow 
enough to beat the radar scanner. 

Once over the island rt K s your task to 
bomb the reactors which supply power 
to the weapons factories; hand gre- 
nades are supplied specifically for that 
purpose. Once you Ve landed, the hang- 



glider transmogrifies ftsetf Into a motor- 
bUca so you can speed your way acme 
the island. But thi$ is no ordinary motor- 
bike. Not only can it release bombs but 
somehow— the wonders of science— it 
Gars be tranefbrmed Into a rucksack: 
there's even something in this game for 
the advanced bsck*p*ckert the Island 
occupies several hundred Spectrum 
screens, so bike care you dont get 
Jut * , . 

Tt* month, Seenrtouid be locking?* 
WissBfl (kmga in FftOWTUNE, but 
mmum have another breh-stretehaf 
h the offing — mmmx* Tha wargames 
ten um*«w« are also fanning to sup- 
ply Sean with more material tor his co^ 
umn In tha tonn of Mmy m ff, the 
ee^Mi to heir early American CMt War 
game, and Legions ofDoath m which the 
pfoyer gets the chanc* to participate in 
Roman sea Mflea. A watery launch at 
PCW time la scheduled for tha latter 
game, 

CRAPSI No r nothJng nidi, but merely a 
Nnt r and just a him, of whet eue-am^ 
Miami 0k$ ia aJ about Crep$, appe* 
mttifi k a Ng game hi the States and is 
played for Wg stake*. In this simulation 
you can shwi crap aH you want - but 
make sure you read the instruction man- 
ual first, otherwfee you might not do the 
gamefrisSct,,. 

Crap It a game kwoMng tour piayen 
mi doe. to Mi ventan, speech bubbles 
flash onto the screen at appropriate 
points during play in keeping wtth the 
game's light humour, and e$ ever, the 
aim of the game is to Get Lucky! 



COMING FROM 



Remember Fanlight, one of lest year's 
CRASH Smashes? Wei here comes the 
mm % follow up p Fairiight II: A Trad of Dark- 
ness, wWch continues the story. Having 
escaped from the castle, tha reluctant 
hero Isvar inadvertantly frees the evil 
wizard. In le Jan g ibw ^ s sequel, hvar 
has to find the wicked wizard end 
destroy him. There are two sections to 
the game: one featuring the area 
immediately around the castle, deplet- 
ing ruins and a forest; the other, more 
panoramic, showing mountains, a little 
Wt of lea and another castle where tha 
wizard lives, 

There's mora magic too^ and add* 
tional nasties such as wolves, ptretaa 
and rampant foliage. The feminine 
interest wilt be provided by a heroine- 
once youVe found her h you can swttch 



from Isvar to hie female counterpart, 
though both protagonists cannot be 
oontroAed simultaneously. 

Mindstone, which we took e peek at 
iast month is now finished (and sat for a 
full revfowoert month), end P&CHESSb 
also booked to make an appearance at 
the PCW Show, mc eme are also getting 
Into the arcade machine conweion 
market, wtth versions of the rowm eles- 
efic, Shao Lin 's Road underway, They also 
have plans tor en adventure creating 
package whteh just might inckide Bo 
Jangaborg's graphics utihy &ax used 
to create the scenery in Fairtigk Caited 
Dfaamscape, fie adventure writing sys- 
tem Is icon-driven and promises to be 
nqr to use and relatively inexpensive. 
Keep an eyv out tor Palatmn, too . . 
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OF HEROES AND BENDY DOOBRfES . . . 




f"'"*: f°f* *■ nibbmrOmtbrfm m* It whkHwi mrvund 
the mtxty wurrountfltfgm found in FROST BtTE 

TELECOMSOFT TREA TS! 



Liverpucflian software masters oom whose 
marfcetiig is now i^kan caraofbyT&Ecott- 
son, wiN be on the same slaves as firebird 
and rwmsiad, Last month we tooK a good 
took at Mearftend, and next month 
IC.UP.S. Is booked for a session under the 
CRASH reviewscope— sadly it arrived just 
after our deadline eapined. 

Appearing under mm's sister label, thor, 
ihe game takes ihe form of a two part test of 
your abilities. I.C.U.P.S., for al you 
ignoramuses out there, stands for the tnt&r- 

Sotmg. Playing the part of a prospective? 
special agent for this esteemed organiser 
Bon, you are being tested to see how well 
you cope under stressful conditions. 

The game begins in aspaee tunnel at the 
corrtrofe of an Interstellar Escort Ship, and a 
vanety of alien craft, incfuding torpedo 
bombers end pursuit ships, are in the tunnel 
with you. The yellow nasties are deadliest. 
Collide with them and one of your four Uves 
is lost. Other alien ships simply bump into 
ihe Interstellar Escort Shfc hoping to 
enforce a fatal collision with yellow weJI 
on either side of the space tunnel. Blast 
your way through rf you can . , , 

The three sections which cornprSse the 
tunnel invoke a straightforward shoot em 
up. The second teat is much different, The 
scene changes to the inside of of an enemy 
starship. There are 64 screens in this sec- 
tion which form a complete map. On your 
travels expect to meet a set of weird and 
wonderftjl characters — a Jaw-Head, a 
BdMiead, and , believe it or not, a lethal 
rubber duck that thinks it s a kangaroo! At 
the end of the test, your overall perfor- 



rnanoe and total score are given. 

Another game from the Liverpool con- 
nection may weil be on the Stand —could it 
be Hjpertaff? 

On the mora front, a veritable plethora 
of product should be on display, including 
Tim Hivf, a game with wire-frame graphics 
which pits the player against an etf swarm 
of aian Insects — bees to be precise. The 
aim of this Gofcf Same is to penetrate the 
hive and kil off the Queen. The bees, of 
course, have a slgh% different aim! 

Another C9.95 Sold Game that shoukfbe 
on show is Futum Games, a futuristic 
decathlon in which the player has to play an 
arcade sequence between each sub-game 
rather than mo^e on autometrcejly once a 
qualifying score has been achieved in an 
event. firpve (first seen in CRASH Tower* 
before Christmas test year in an early incar- 
nation) may make te debut at Ihe show, 
along with ftuirt. An aura of seoecy sur- 
rounds most of Fwrano s plans, but one 
area of iheir activities which is no secret is 
ihe relaunch of the Silver Range and the 
creation of the Sitoer Club, fl you're a 
member, dorfl forget to takeyour member- 
ship card along to Ihe shew — you cai 
claim 25ft off ihe pries of any fhebrd 
game. 

No doubt HAJtiaftrj will have a bN mere 
news on Iheir association with adw- 
turemastars levb t to release al Ihe show, 
and a host of stunning programs on the 
Atari ST tor you to marvel at. une day, there 
will be Spectrum versions of these games 
— a GALLERY artist showed the way last 
month! 
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Personal appearances by superstar who 
have endorwl Spectrum games are a reg- 
ular feature of the PON Show, but did you 
expect to see a teenage super-hero with a 
mechanical arm wandering about? 

Ricky Steel, hero of imwo^w^ latest 
game Stainless Stwf (reviewed this issue), 
should be strolling round signing autog- 
raphs. Two new games from meutfwo-aai 
team wtil also be on display at (heir stand. 

SASSftfcG Feres puts you at the head of 
a band of rather different heroes — crack 
SAS troops — and you have to lead the 
soldiers through four simulations. The 
player selects aquipmem and the route to 
fotow — mistakes can be costly so careful 
foresight is essential 

In the first simulation, a terrorist group 
has infiltrated a military research establish- 
ment, demanding the release of fellow ter- 
rorists. Your task is to root them out, caus- 



ing as little demaoe as possible. Action In 
the second sirou&ticm centres on a sec- 
luded farmhouse which s believed lo be a 
terrorist training centre. After surveillance, 
you must lead a raid on the bu*Jing and 
capture the terrorists. The third scentfo 
cenires on an embassy which has bean 
seized by _,, wait far it, wart for rt ... ter- 
rorists. Two people have been killed, tlx 
have been released and seven remain. Your 
fas* is lo free the hostages ensuring, rf pos- 
sible, that no more of Ihem are Jaded. The 
fourth simulation is something of a secret at 
the moment, sostay alert . , « 

The game which Daw Perry is working 
on, now that Steinfess is complete, prom- 
ises to be a chifler in which the idea ts not fo 
get eaten . . . further details on Frost Bite 
can be found Jurying in our mierview with . 
Dave 



HIGH SPEED ACTION 
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Ijsarwiaffian la hm\ Lasermation , . , 
towmatlon ... what^s iawrmatkwi? 
Well, imagine yer fast end furious shoot 
em up without the attribute clashes. 
Impossible you might say — but you'd be 
wrong. FASTEfi rwuw LrGKT, a new label 
from GAfloom mflUnp • debut at the 
Show, has made the impossible a reality. 
In UghUorcB, to be released at theerxJ of 
September, youMf be abie to see ex&ctiy 
what Usermation amounts Io ta J high 
quality $hoot em up that is impreesrve to 
say the least, ft realty was a Spectrum 
that produced the effect illustrated here, 
honest! 

Miens have invaded a planetary sys- 
tem on the edge of the gala^ The object 
of the game »a to penetrate thtg pianetery 
system, working your way through six 
toMh; jungle, ice, desert, asteroid belt, 
factory compieiee and clitiuiaing, very 
likely, with a flight over the sun. On the 
way you encounter waves of unfriendly 
aliens, 

The totaJ lack of Bttnbutedasb fc* stun- 
ning to behold — especially when you 
consider the problems involved In mov- 
ing alien ships independently over a 
landscape which scrolls downwardi. 

felt What Of FA&TiRTHAH LMHflT it»tf?lh* 

idea of a new label was first broached at 
aAft&om in January, and the name 
arrived around March, Fast and original 
arcactg games are planned for ftu at the 
rate of five a year. 



Shocbway Rid&rfo due after Ughtfw*% 
Set to the megadties of the twenty-tirt 
century e the game Is rather differentr m 
one of the street gang eTrlo — a Shock- 
way Rider — you must travel along the 
moving pathways whfch surround the 
dty in an attempt to compiete a fulf c^ 
de. Trying to prevent you are other 
street-wise riders, the pops and the vtg* 
Nantes. There are also speed traps and 
rider ramps erected by the city s nJ| 
dent* which must be avoided, 

Nert January should see the release 
of Samurai Dam, an arcade adventure 
set in the myitertous East Lots of art 
marled gore and the odd decapHvtion or 
fifty is scheduled for this one, which 
shook! please the iwore btood-lhirsty 
amongst you. And of course, there'i 
George, an executive type game hvot* 
ing Nrts of Artifice! intelligence 
techniques, aimed pflmariry at data-pro- 
cesahrtg professionals (a whole new 
games nwfwff) Although there might be 
a demo of this at the show, the 4flfc Spec- 
trum can only give $orne flavour of what 
he game's about, as it is better suited te 
larger micro-computers. 

The fti irtand is right behind the News- 
fMd stand up in the GeHery, so if you 
think we're Wring about Lasermalion, 
have a look for yourself and men come 
and say sorry to us for thinking we d 
you porfcies! 
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THE ARMADILLO 



ONE DAY in the future, children will 
learn the prehistory of the ZX 80 and 
its numerous, varied and short lived 
descendants 

'Why did they disappear?' the students 
ask. Lack of software 1 comes the 
reply. 

Amongst till these, some will have 
survived, transformed of course, hut 
rich in experience , In this world of the 
micro, they will be adapted in force, 
So that this would be our future, 
Infugrames adopted the 
ARMADILLO as their emblem, this 
lovely animal described in the 
Encyclopedia as a tank acting as a 
destroyer or even a submarine, indeed 
an animal at home in any terrain! He 
knows how to face up to disasters and 
how to defend himself against 
predators* We have coloured him to 
give him moral courage and his smile 
shows his pleasure at being made a 
member of our team. 
Every month, he will tell you about us, 
our new products and tricks and 
gimmicks related to them. Further- 
more, he is an insect ivore, or to put it 
another way — he eats buys, 
Do not hesitate to question him. 



THE ARMADILLO 



ISSUE NUMBER 1 



INFOGRAMES - FRENCH STYLE 



ALL SOFTWARE users are curious as to 
what lies ' within the packaging' and what the 
company is like that produced it. Infogrames 
and its products will probably invoke the 
same curiosity t so here's some brief 
information, 

Infograme* was created in June 1983 and at 
that time there was only two people, Bruno 
Bonne 1 and Chris top he Sapet, two computers 
and a telephone! From those cottage industry 
days, Infogrames now employs 
over 90 people and is one of the 
leading companies in Europe f 
creating, producing and distri- 
buting top quality software. 




ABOVE LEFT: Infogrames ■ French 
style, the office in Lyon, France. 
RIGHT TOP: Chrlstophe Sapet 
RIGHT : Bruno Bonnell 





A BO V E: David C r oswe I let 
BELOW: Infogrames -UK 



AND WHY HERE ? 



INFOGRAMES - UK 



WITH A solid European base as support, the 
ILK. company will be run by David Crosweller, 
David has been behind many of the stories 
which you have read in your favourite 
magazines, having previously been involved 
solely with Publicity for a large number of 
companies* 

It is his responsibility to bring you the best 
from France, and a sprinkling of innovative home 
produced software at a later date, 
for your total enjoyment. 



THE UK, market is where it started. It was your enthusiasm that 
'motivated 1 people around the world. Your software is so good that in 
France we had to produce software rhat was better. We had to find new 
themes, ideas and creations to match imported software* We know we 
have succeeded and in the future we will keep providing you with the 
very best. 

And why here? Because we know you'll like our software. 




MAN DRAGQRE PLUNGES you back to t 
attempt to regain peace in a fabulous country 
prince of eviL Your team it made up of four h 
kind I d\^rf + elf t half ore, human, hobbit) an 
intelligence, power, magic, cunning. L J, To 
you must visit 10 chateaux (which almost 3 
pu riles* A superb creation which is complei 
The software was* ranked by Frenchjoumalii 
games. 
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THE MAKING 
OF A LEGEND 



THE MANDRAKE (mandragora officinarum) when pulled up emits a cry which can 
kill. Man has to find a subterfuge to obtain the root whilst remaining alive. This is why 
a person has tied a starving dog to it which pulls the chain, its efforts pull up the 
mandrake. The man puts his hands over his ears so as not to hear the cry. 
Bibhotheque National? de Paris 1474. 

This legend has always been a source of fascination and wonder for me, so much so that 
when 1 found myself in front of one of these plants 1 could not resist pulling it. Then > . - 1 
did not recover consciousness until 
nightfall. An old man with a kindly face 
was leaning over me and making mc 
swallow a strange potion. When 1 asked 
'Where am I? 1 (what a stupid question) he 
replied by recounting a story of his country 
called Mandragore, 

It all starred under the reign of the much 
loved King Jorian the Fair, there wasn't 
one vassal who was not blindly devoted to 
him, Jorian had recently taken a wife in 
the person of the beautiful black-haired 
Q>rymande r princess of Sillanault, when 
one warm summer night sinister events 
were to take place which would plunge the 
kingdom inro terror and misfortune, 
A cloud of stars appeared in the sky ; moved 
by a force which sped them towards the 
earth + Never had anyone seen such a rain 
of spinning stars, The population filled 





with dread, 
homes, only 
attendants 
phenomenon 



locked themselves in 
the king, queen and 
remained to watch 
from the castle's 



their 
their 
rhc 
royal 



gardens. When the tain from space hit the 
ground, there was a cacophony of explo- 
sions, crackling and rumbling: trees caught 
fire, stones dropped out of the castle walls 
. The king called upon his attendants to 
take shelter but he himself was caught. He 
started to scream hideously and dis- 
appeared at the bottom of the garden in a 
shower of flames. By the early morning all 



that was left of Kiny Jorian was a tiny pile 
of cinders* 

When the rain of spinning stars finished at 
dawn the next day, a demoniacal being 
revealed his presence within the castle 
grounds. Nobody could stand up to this 
demon. Combining magic with the brute 
force of his hideous claws, Yarod-Nor 
mercilessly massacred those who resisted 
him, survivors fled, However this male- 
fitient creature cast a terrible spell over the 
country: enormous mountains completely 
encircled the rich and peaceful country, 
their disconcerting shadows covering a 
wide area. From this terrible day on, 
misery, hunger and epidemics spread 
through the country, . . 
A prophecy was bom in these troubled 
times, it spoke of a decagonal quest which 
would culminate in the chateau of Yarod- 
Nor, The ultimate key contained in the 
puzdes of the 10 chateau would help 
vanquish the monster. Many adventurers 
have tried to penetrate the mystery of the 
10 chateaux, none have reached the end of 
the tests. Maybe you mi^hr. . .! 
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A SHOCK FORCE 
FOR A HOLY GRAIL 



IF WE were to talk about the creators without 
whom this wonderful role playing same would 
never have existed, to take them out of the 
shadows and examine them in the fleeting 
apace of an article, we could never ilo rhern 
justice, but we will try. 

MANDRAGORE was created by a team of 7 
people Mtirc, Johan^ Agnes, Anna, Christian, 
Marie Christine and josiane. 
In 1983 MARC CECCHI finished 
M.inJragote on paper. It looked goivl but 
diJ'i\t really amount to much! So he 
approached 3 leading publishing company in 
rhe French market, INFQGRAMES, Marc 
was no longer un his own, the team head been 
formed. 

Marc heads the team in his capacity as 
scenario creator, his ultimate quest: to reach 
Chateau no. 10 (key to the puxde). By his side a 
16 year old joker, fanatical about micro 
processing,, YOHAN ELHADAD, creates 
the graphics for the chateaux and mums (10 
chateaux each having nearly 30 rooms, 
enough to get lost), Height of luxury for the 
initiated, he even devised a chateau himself: 
THE LABYRINTH CHATEAU [my 
advice: get yourself a compass, rhe bein^ is 
devious). 

As far as visual pleasure ss concerned h 
AGNES BELMUDES, 26 years old, has 
produced 500 designs, a record she had an 
MA in the History of Art under her bek h and a 
£ot>d sense of humour combined with 
creativity (and you certainly need some ideas 
to create all these monsters and objects). 
Once the prehistoric hip hips have finished r 
ANNA ELHADAD adapted a Bach sonata 
for flute and harpsichord on the micro for 
melomaniacs. What pleasure to the ears. 
Mad about literature (although in a scientific 
field, kinesitherapy), CHRISTIAN 
BALLANDRAS stimulated by Marc's game 
decides to describe the wonderful world of 
MANDRAGORE in the EXPLOITS OF 
SYRELLA tor fans of mythology. 
The yraphic artists, MARIE CHRISTINE 
GALEA VARDIN ,mJ JOSIANE GIRARD 
were inspired by it to illustrate the cassette. 
A team effort? Yes and successful what's morel 



ZODIAC, YOU 
WILL FINDTHE 
MASTER SIGN 



THIS COULD be how the mystery of the 
zodiac chateau could be summed up, but 
that may seem to you to be too obscure a 
clue! Site of action: The forest of destiny. 
A £feen sea in which a fabulous castle 
stands, inhabited by creatures foreign to 
our world and formerly governed by the 
controllers of destiny {the master sign), 
henceforth taken over by the servants of 
the Demon in an obscure corner of the 
chateau. Any visitor would be very 
wonied as he would meet many monsters 
some of which are harmless but the others 
are servants of the Malefic ieitt Power. 
The Protagonists: Syrella r the gentle lidyj 
Gelth the magician; Torlinn the brute; 
Podus the dwarf; and also p let's be frank, 
our meagre brain which is. however* made 
use of. 

The aim: the master sign must be 
returned to its original place to restore 
former order. 

How: By calling on your powers of 
deduction. I am not able to reveal the 
solution, but 1 can at least help you! The 
essential object for solving this puzzle can 
be summed up as follows: the first Syllable 
represents a fabric of the time, the whole 
thing gives the name of an essential object 
which when removed, will reveal the 
master sign- 

A piece of advice: 1 have often wondered 
how you can tell the good from the evil 
with these bizarre beings. To know 
exactly what to do, read the bestiary 
carefully! Fin going to shut up now or I'll 
give away the secret. So is that it, have 
you solved the puzzle? No? keep 
'zodiac king* T you T re getting warmer. 





PREVIEW 




ADVENTURE, ACTION, stimulation, reflection, help with 
diagnostics. . .all these are already awaiting you in IN FOG R AMES software. 
So here is a preview of the software and software packages which are going to 
he launched soon. Ni> need \o wait years, they will be available from July and 
the second wave is already on its way . . . 



THE INHERITANCE: 

PANIC ATLAS VAGAS 



L AFFAIRE VERA CRUZ 

(POLICE INVESTIGATION] 

THE CRIME SERIES 
Murder or suicide?' 
IN CHARGE of the investi- 
gation, you have to solve this 
baffling case. The realism of 
the enquiry and the quality of the graphics will leave you 

flabbergasted. Traditional invest i- 
BP'STf gation methods and the DIAMOND 

3|^3?CGMofl network are at your disposal. 

mSS^E AUGUST! 




(ARCADE/ADVENTURE) 

AN INCREDIBLE 
a J venture which 
takes you to Las Vegas 
in & race against time. 
Why arc you running 
Money of course! A 
fabulous inheritance which is yours on one condition: to win 
one million dollars in one night. Danger stalks you at every 
rum; creditors, paid killers . . , they are all after you. The 
adventure starts as sexm as you try to leave your flat and it 
continues en route to the airport, let alone in Las 
Vegas itself . . . An adventure game with many 
twists and tiling. 

(SEPTEMBER) ^^^^ 



THE QUEST OF ARTILAC 

(ADVENTURE) 

AN U N PA RA LLE L LED 
SCENARIO (200k) 
An extraordinary adventure 
where magic exists alongside 
the ordinary and the 
extraordinary. Invi^nur ion is 
ar stake as neither brute force 
nor occult power can thwart all 
the wiles of the scenario. 
The illustrations are 
unrivalled, A book- 
let helps you to 
unravel the puzzles* 
(NOVEMBER) 



THE EXPERT 

(ARTIFICIAL INTELLIGENCE) 

THE EXPERT ts an expert system or an 
artificial intelligence system which, by using 
Knowledge and reasoning processes, helps the 
user to solve the complex problem normally 

requiring a hmiuxn expert. 
The EXPERT is made up of two modules .* a 
knowledge acquisition module and a knowledge 
use module* 



[JULY] 



ILLUSIONS 

(ARCADE] 

CUNNING AND FORCE IN 3 
DIMENSIONS, * « 
Lovely little animals, the ii peeps 
would like to join together hut 
how lAii (hey do itrj'he more they 
move together the more the 
lizards pursue them. Their 
Achillea heel is water. Will the 
S peeps discover the secret of the 
Magical mirror, in time to save 
their life? Two parts: one where 
your skill will be necessary and 
the other where cunning and 
force will combine, A 
subtle mixture- 

lAUGUSH 



BRIDGE 

(SIMULATION) HHmUHHH (September) 

THE FIRST INTERNATIONAL SIMULATION 
BRIDGE INTEGRATES the 7 conventions officially 
recognised by the majority of play ers/gam biers: MAJEUR 5th 
STAY MAN, BLACKWOOD, GERBER, 1 SANS ATOUT 
A 11-12 POINTS. I SANS ATOUT FA1BLE, JACOBY, 2| 

TREFLES FORT. 



MURDERS 
ON THE ATLANTIC 

(ADVENTURE) 

A DOSSIER OF A DRAMA ON THE HIGH SEAS 

THE CRIME SERIES 
MURDERS MOUNT up during an Atlantic crossing. You 
have to discover who has com it led them and why. A spy 
story with repercussions going back as far as the 2nd World 
War- 10 suspects to question, a dossier containing all kinds 
of evidence (cartridge cases, 
cash, hair, ink, Et-rtn> <md 
newspaper cm rings) and 
many rooms. It will be an 
arduous task!! (SEPTEMBER) 



ALL THIS software will be available on MSX, C64. C12S. AMSTRAD, SPECTRUM, and the 
EXPERT software package on ATARI ST. AMSTRAD, MACINTOSH, APPLE 11, He, IBM and 

compatibles. 
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